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(tow, it's your reputation on the line. 
And time to leave your mark in this 
perfect translation of the #1 arcade 
phenomenon. On your side is the 
innovative custom combo system, 
now allowing you to link together 
your own series of brutal attacks. 
You'll need every possible advantage 
to take on a total of 18 fighters, the 
most ever in Street Fighter legend. 
Remember, hesitation is deadly. 
Because in the end, it's all about 
who's the last one left standing. 


CAPCOM 
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1. Make Net Link City on Planet Oasis'" your home base. 


3. Price new vehicles at car company Web sites 


E-mail your brother for money. 


5. Retreat into spectator sportsnsites 





















Play video games 


CHANNEL SURF 


AND BROWSE THE INTERNET 


All on your TV 


Net Link for Sega Saturn 

IS HERE. 


Who says you need a PC to browse the Internet? 
Net Link lets you do it all on your TV. 

Simply. Easily. And all for less than $400. 


Others will ask you where you want to go 
We’ll take you there. 


Watch. Browse 
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I'm thinking about a recent innovation that may turn out to be beneficial 
in more ways than one. I’m talking about Sega’s Net Link for the Saturn. So often 
I’m confronted with individuals who, for one reason or another, have no access to 
the growing universe of on-line entertainment and information (and therefore GF 
online if 1 may grossly plug our wares). For many, a PC is simply not in the 
budget, and there are those, I’m sure, who find it difficult to justify such a costly 
item for internet use alone. At any rate, with Sega’s new device, connection to on¬ 
line services is now not only affordable but can be implemented perched on the 
sofa in front of the family TV. Not to mention the fact that you can play a 
plethora of hot titles on your new Saturn as well. The other benefit of this new 
product is that it may bolster the Saturn user base and thus attract more and bet¬ 
ter 3rd party support. Sega will need all the help they can get in the months to 
come going up against the likes of Sony and Nintendo. 

My apologies if l sound like a Sega commercial, "SEGA!” 1 just think it’s 
exciting that alternative means for internet access arc being introduced, and 
made more affordable. I’d say "Merry Christmas” but it’s the middle of November. 
Enjoy the issue! 













His Field Has Changed! 


No more Mr. Nice King! He’s 
working for the dark side now! 
King Alfred, the Holy King of 
Verdite has fallen victim to the 
minions of evil as ASCII 
Entertainment brings in another 
installment of last winter’s hit 
PlayStation title King s Ficlcll 
In King’s Field II, you will find 
the same gripping elements you 
found in the first King’s Field, 
only with even MORE of the fan¬ 
tastic elements that addicted you 
to the original. 

An awesome new world lies 
before you as you embark on your 
new quest. ASCII obviously put 
in an incredible amount of work to 
make this new quest in the king¬ 
dom of Verdite as lavish and | 
realistic as pos- . ^ 

sible. This 
realism stems ^ 

from the same tech- 1 

nology that was used 
in King’s Field I, but^^-^^-( 
this time, you have the ^ 
entirety of the kingdom 
to explore! 


Outdoors, inside castles, villages, 
underground passages and dun¬ 
geons all combine to make an 


sequence complete with voice 
over and full-motion cinematics 
bring you into the world as the 
King’s son. Prince Austin Lyle 
Forester, a title that should have 
everyone in the kingdom bowing 
to kiss your feet. Unfortunately, 
your father — King John Alfred 
Forester / — has fallen to the will 
of the evil forces which are attack¬ 
ing your kingdom. 


RELEASE DATE 


ASCII 

Halloween "96 

Entertainment 

SYSTEM 

THEME 

PlayStation 

Action/Adventure 

RPG 1 

# OF PLAYERS SIZE % COMPLETE 

1 CD- 

ROM 1 95% 
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ai-ound the next bend! 

With all of the improvements over 
the original King's Field, you may 
be. worried that ASCII made 
changes in the intuitive control & 
easy-to-use pop-up menus. Well. 

let me put 


As you progress through the game 
to go out and save the world, you 
will have to talk to all walks of life 
in the kingdom. Eccentric Monks, 
irate mothers, indifferent soldiers, 
even an occasional enraged mon¬ 
ster will have a few words for you. 
Your challenge, of course, is to 
win the favor of the people so that 
they will give you the help you 
need as you try to learn new spells 


“Ifs so addictive, they’ll have to cut 
the power to my house to get me to 
stop playing! ” 


of magic, pass over rivers of lava, 
and collect threads of power that 
can sew your kingdom back 
together. 

Don't get me wrong, this is no 
“rocking at home with your cro¬ 
chet needles” game we’re talking 
about! You'll come up against 
some of the most frightening and 
powerful enemies since Clash of 
the Titans! 

In addition to the game's story¬ 
line. ASCII has also put forth a 
valiant effort to come up with 
humorous and stimulating dialog 
and characters to bring your quest 
to life. Such characters as Jack, a 
100+ year old resident of Verdite 
with a more than stereotypical 
attitude and a funny senility about 


— Game Tester 

him, will bring sparks of humoF 
that you'll enjoy throughout the 
game! Even a bit of romance 
enters the quest as the scantily 
clad elf merchant, Lyn — who has 
held a flame for the prince since 
childhood — drops hints about 
her feelings that even a Golem 
could comprehend. 

Not to forget about the CD quality 
sound, of course! King's Field II 
has a wide selection of accompa¬ 
nying music to entreat your ears 
as you progress along your Jour¬ 
ney. Original scores are long 
enough to not sound repetitive and 
yet are not so intruding as to dis¬ 
tract from the ambiance which 
they so artfully bring to the game. 
Other sound effects include teiri- 


Swordplay... 

The fighting technique in King's 
Field II is slightly different from tlie 
original. The enemies have been 
enhanced to recognize your pattern 
of attack so that they can turn, 
block, even pairy and thrust to put 
you quickly into the realm of the 
dead! What you will have to leam 
is to circle and then double back 
while the enemy is distracted. In 
this way. you will reduce your hits 
and live longer. As in the first 
quest, you can always go in for a 
quick hit, but in King’s Field II, you 
will be less likely to achieve success 
— the Skeletons, for example, now 
have tlie ability to block with a 
shield, duck under a slash, and stab 
you w’hile you tiy to retreat! 

In addition, use your magic as 
a distraction 
while you go 
in for a hit. 
Once you 
learn some 
spells, stun 
the enemy 
first, then go in for the kill! 
Enemies can use the same tactics 
though, so be careful. They also 
attack in groups, so make sure that 
you don’t get surrounded! Good 
luck! 

fying wails, screams, and roars 
from the afflicted and from the 
enemy; thunderous explo¬ 
sions. the glorious sound of 
steel on steel during sword 
fights; and, of course, the 
exceptional Stereo 
effects that were such a 
notable achievement in 
the first King’s Field! 

You can actually tell 
how close you are to a 
monster by how loud the 
eerie screeches and roars 
are — with some practice, 
you can even distinguish what 
you're going to come up against 


Remember me? Shore ya do...it’s Leon Shore. Come 
visit my house whenever you need a friend or a guide. 
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Behind The 
SCREAMS 
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It all started with a wish list. 
Design and Layout coordinator 
David “Commander” Silviera 
and Production overseer, Mark 
“The Monk” Johnson (doubling 
as ASCII’s video game 
consultants and game masters) 
were given the opportunity to 
make a wish list for everything 
they wished had been in KF I 
and everything that could have 
been better that was already in 
the game. Combining feedback 
information from the consumers 
via the On-line News Groups, 
registration card information, 
and their own ideas, they put 
together a list of upgrades that 
would make the ultimate game. 
After presenting the list to From 
Software, Inc. of Japan, ASCII 
also added Austin (as in 
“Prince”) Leininger to the ranks 
of the KF 11 team to help 
implement the upgrades and 
make KF II a smashing success. 

“Rewriting the Japanese script 
was a blast,” quoth Austin. “It 
was the opportunity to actually 
create an entire script for a video 
game only limited by the 
original story line from Japan.” 

The improvements over King’s 
Field I include... 

• Larger world to explore. 

• Outside areas of exploration. 

• CD Quality music and sounds. 

• Improved character definition 
and dialog. 

• Enhanced storyline and plot. 

• More fearsome enemies. 

• Enhanced weapons and 
magics. 

And Much, Much MORE! 


Behind The Screams... 

While the first King's Field was a phenomenal 

success, ASCII wasn't satisfied with just putting out a sequel 
with the same great features that made KF I a hit. So they 
put their best American team on the project working directly 
with From Software, Inc. of Japan to make King’s Field II 
the biggest, best, blow out game of the year! 


mind at ease. ASCII did leave in 
some of the already refined ele¬ 
ments that made the first King's 
Field a roaring success. The intu¬ 
itive control and pop-up menus 
remain unchanged for the most 
part. ASCII did, however, add a 
feature to the “System” menu 
which allows you to change the 
default button configuration to 
anything you w^ant. This feature 
gives you just that much more 
control over how your game acts 
and reacts. 

This much anticipated sequel to 
King’s Field would have done 
incredibly well even without the 


vast improvements. Just on the 
promise of the same quality in the 
beautiful 3D polygon graphics 
and intensity of gameplay. King’s 
Field II would have been a sell out 
game! But with improved sound, 
graphics, and storyline: along 
wdth a humongous world to 
explore, King’s Field II is destined 
to be one of the top sellers this 
holiday season and well into next 
year! 

1 would wish good luck to you, 
Prince Austin Lyle Forester...but 
you’re gonna’ need a lot more 
than luck to make it through this 
one! 


Inside Edge 

King’s Field II is immense. Your only 
hope of exploring the whole thing is to 
acquire the Pixy Map early on in your 
quest. (It’s an automap which maps 
everywhere you go in the game.) Each 
village, castle, dungeon, and underground 
has its own map, so figuring out where 
you’ve been is as easy as pulling up your 
items menu! 

To find the Pixy Map, you must make 
your way through Varde's Forest (a maze 
just beyond the castle in the first town). 
Once you’ve made it through the maze, 
you’ll receive this map along with another 
important item. 

To receive the Pixy Map, you will have 
to talk to Varde, the character that holds it. 
It is important to speak with every 
character you come across ever>' time you 
see them. Characters change what they 
say after you’ve visited other villages and 
villagers, so talk to them often! For 
reference, your character keeps a log of 
all conversations automatically. 



READERS' TOP TEN 


1. Tekken 2- PS 

2. Resident Evil- PS 

3. Mar/o®'' - Nintendo®"* 

4. Crash Bandicoot- PS 

5. Maf/o/?PG-SNES 
e. NIGHTS-Saturn 

7. Killer Instinct 2 - Arcade 

8. Pilotwings - Nintendo®"* 

9. Donkey Kong Country 2 - SNES 

10. Street Fighter Alpha - Saturn/PS 


READERS'UOST WANTED 

1. Maricf- Nintendo®^ 

2. Final Fantasy VII-PS 

3. M/C Tr/Zopy - Nintendo” 

4. Virtua Fighter 3 - Arcade 

5. Kl Gold- Nintendo” 

6. Zelda^ - Nintendo” 

7. Tomb Raider- PS/Saturn 

8. Mario Kart R - Nintendo” 

9. Pilotwings 64 - Nintendo” 

10. Legacy of Kain - Nintendo” 




1. Tomb Raider-PS 

2. Crash Bandicoot- PS 

3. Amok- Saturn 

4. WaveRace^ - Nintendo®^ 

5. Suikoden - PS 


, 6. Bug Too!-Saturn 

7. Pandemonium - PS 

8. Jet Moto - PS 

I 9. Sonic Blast 3D - Saturn 
10. Overkill- PS 


1. NIGHTS-Saturn 

2. Street Fighter Zero 2 - Saturn 

3. Wave Race^ - Nintendo®^ 

4. Incredible Toons - PS 

5. Powerslave - Saturn 


1. Tomb Raider- PS 

2. Suikoden - PS 

3. Resident Evil- PS 

4. Super Marled - Nintendo®" 

5. Lunar: Eternal Blue - Sega CD" 


, 6. Policenauts - PS 


^ 7. Final Fantasy 5 - SNES 
]8. Wipeout XL-PS 
19. Crash Bandicoot- PS 
10. Front Mission - SNES 


6. Mr. Bones - Saturn 

7. Pandemonium - PS 

8. Wrfua Cop 2-Saturn 

9. Ghouls W Ghosts - Genesis 

10. Super Mario Kart- SNES 


1. Tomb Raider- PS 

2. Sakura Taisen - Saturn 

3. Suikoden - PS 

4. Poiicenauts - Saturn 

5. Persona - PS 


6. Resident Evil-PS 

7. Torico - Saturn 

8. Psychic Force - PS 

9. Contra - PS 

10. TenchiSozo-SF 
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till 

to last 

First P 

Stephen ( 
Seconi 
JohnAllei 
Third 1 

Gabriel Li 

irililiiiiit 1 

: month’s winners: 

'rize: 

iooch, Reidsville, NC 

d Prize: 

1, Capitol Heights, MD 
*rize: I 

iverdiere, Ste.Foy, QC I 



GXTV is the w _^_ 

TV with hyper-amplified sound and 
graphics. Enhance the thrili of gam¬ 
ing with adjustable speaker doors, 
stereo surround sound and a 15-watt 
sub-woofer. Plus, the intense screen 
graphics will make you feel like your 
head’s right inside the game. GXTV is 
also a 181-channel, 13” stereo TV with two A/V inputs, stereo 
headphone jack, backlit remote control and tilt/swivel 
stand. So whatcha waitin’ for? Send in your Top Ten and 
maybe you can win one of these GXTVs for yourself! 






























150 Shoreline Drive 
Redwood City, CA 94065 
1-888-734-2763 

A full-time position shooting things 


Education; 


Shooting things 


Work Experience: Shooting zombies 
Shooting robots 
Shooting mutants 
Shooting mafia crime bosses 
Shooting mannequins 
Shooting cult leaders 


Shooting things with D-pad 
Shooting things with gun 
Shooting things with D-pad and gun 
Shooting things with D-pad and partner 
Shooting things with gun and partner 
Shooting things with gun in each hand 


Interests; 


Guns, ammo, shooting things 


References; 


Don Cortese: Deceased 
Chuck Brown: Deceased 
Barry Polipooey: Deceased 


Available for employment starting November '96 






The LightStormer Corps 


your chance to proudly 


wear the Ligh1 
to the far corners of the solar system with 
hard-won peace. You'll be mastering awesome 
Anti-Matter Blaster, Lock-on Cannon and Pla 
psionic neural implants - the classified tec 
LightStormer Corps. With this arsenal, you' 
Earth's enemies not only with your physical ' 
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universal interaciive studios 


Interface with your local recruiter tc 
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TOMB RAIDER 
PLAYSTATION 
CORE-CD 
3D ADVENTURE 




CONTRA 

PLAYSTATION 

KONAMI-CD 

ACTION/ADVENTURE 



DECEPTIOff^ ^ 
PLAYSTATION 
TECMO^CD 
ADVENTURE 


All one need do is read my TR 
review to know how awestruck I 
am with Core’s soon-to-be-leg 
endary new game. Lara’s char 
acter of the century, and this 
game is beyond any adventure 
you’ve ever experienced. The ambient 
music, vast levels, intelligent enemies, brill 
CG cinemas and movie-quality story only 
begin to tell the tale. Buy a PlayStation now 
if you haven’t already. Tomb Raider will 
make your Christmas Merry! 


g| 


There’s ]ust something about the way 
the elements of this game together: the ■ 
incredible detail of the textures, the * 
ultra-imaginative level design, and the 
heavily cinematic sensibilities it 
employs. They’re each examples of 
perfection individually, but together 
they draw you in like no other game does. When you 
first dive underwater, you can actually feel the cool 
water against your skin, refreshing and unsettling 
(’cause you have no idea what else is down there, or 
how deep It goes...) at the same time. Tomb Raider 
is just an astonishing example of game craftsman¬ 
ship, and easily one of the best games ever. 
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Konami crafted this epic RPG 
some time ago. I fought 
through the import as long as I 
could and then upon its 
announced US release waited 
anxiously for the US translation. 

I’m glad I did. Coupled with a great story 
Suikoden’s battles are some of the best ever. 
The menus scream by and the music is not 
only fitting but superb. The overhead map 
leaves much to be desired, but otherwise 
one of the best RPGs in years. 


Appaloosa have created a fine 
(hard, really hard, but fine) 3D 
actioner in the Contra spirit. 

Contra: Hard Corps (my favorite in 
the series) it’s not, but it comes as 
close as I think anyone could 
expect from a 3D game. The action 
is non-stop, the bosses, big and bad, and the 
music, very impressive. Having to beat the 
game on normal to see all six levels I do not 
agree with in this case. It’s way too hard for the 
masses. Only the most die-hard Contra buffs 
will win this war. But it’s a war worth winning. 

IL iln [P^ fMk ^ fQ#^ 
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Platform addicts, prepare to be FI. , 
amazed. Pandemonium, with ^ 
its live action camera, brings a % 
new sense of ‘being there’ to — 
the action platform genre*/, gL 
which Sony is now in complete r K 

control of. The graphics will astound you, 
the bosses will scare you and the music will 
entice you. This game is quite the work of 
art. The CG intro is possibly the best ever. 
It’s a little on the easy side but brilliant! 
E^veryone will love Pandemonium. 


A beautifully texture mapped 1 ^ 

game. Deception mixes tried and 
true corridor gaming, demonic -S 
overtones and strategy as you set 
and spring traps throughout a/gL 
shiveringly haunted mansion. r PS. Kl 
There are plenty of scares in Deception. 
Although everything is executed extremely 
well right down to the creation mode, I can’t 
say I like this game. I found the mouse trap 
aspect amusing but not engulfing enough to 
hold my attention. Strategy fans will dig it. 


Suikoden is one of the few fanta¬ 
sy RPGs that truly takes the genre | 
in a whole new direction. There 
are some potholes along that 
road, like the equipping, 
unequipping problem and such, 
but the journey js well worth it. The storyline 
is great, the battle system is very well done, 
the characters are vivid and memorable, and 
the soundtrack is just stunning. Overhead 
graphics kind of bite, but otherwise, this is a 
truly spectacular experience. 


a 


^ ^ a Ik fo 


^ (9) (10) (9) 


Yes this looks and sounds amaz 
ing, but to me Contra has always 
been about precision play 
mechanics as much as impres¬ 
sive bosses. The problem is theT 
control method. Legacy of War isl ^ i pK- 
a top/down scrolling shooter with*-^^^— 
a control system like Smash TV on the 
Genesis: namely a lock-direction fire button. 
That just doesn’t work for me. It’s still a good 
game, but with an Dver/f///-style control sys¬ 
tem this could have been awesome. Make the 
next one 2D, huh guys? 
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Pandemonium is a platform 
fan’s dream come true. Mixing 
classic 2D ledge-leaping action 
with some of the most vibrant 
and colorful visuals this side of , t 
NiGHTS, Pandemonium rises ! 
above its simplistic play mechanics to 
become a truly joyous experience! The 
game may be set on a 2D plane but thanks to 
the amazing interactive camera system it 
immerses you in a 3D environment. 2D con¬ 
trol in a 3D world? Works for me! 


Gk [Pk flWik ^ 


(D 


An original PlayStation release!! YesHpiM^H 
indeed, I was as surprised as you arei^^^^^^l 
This medieval adventure with 
overtones and a fantastic brooding 
atmosphere is genuinely inspired; andH^ ^ 
I thank Tecmo profusely for releasing itff 
here. This is 3D polygon adventuring 
with a dollop of strategy and an all new attack for your 
hero; magical traps! As the story unfolds, you’re 
treated to a vast array of murderous trapping devices 
to kill your polygon characters with until the Devil 
himself is summoned! Numerous endings, control¬ 
lable monsters made from dead souls... yes, this my 
kind of game! Thoroughly recommended! 

Hi Bn Sk 

® ® ^ 


The most visually impressive game 
I’ve personally seen on the 
PlayStation. Right from the start this 
totally immerses you in a world of 
Indiana Jones-type exploration. This 
is the first game to allow total freedom 

of movement; no rails, no boundaries;-— 

just awesome cave structures and fantastic texture- 
mapped graphics. Add to this a total freedom of 
vision (just like Super Mario 64\), the hottest new vid- 
game character (complete with ice-melting Brit 
accent), astonishing cut-scenes and you’re playing 
the best adventure title ever seen. Astonishing. 


^ ck Pk l/ik ^ 


C9) (9 (9) (9 


I love traditional RPGs, and noth¬ 
ing hurts me more than my entire ' 

PlayStation RPG selection con¬ 
sisting of the very bad Beyond the 
Beyond. Thanks to Konami, 
that’s all changing with the lL' i 

domestic release of Suikoden. Now this 
should have been the first PlayStation RPG 
released. It has an outstanding storyline, 
great battles, and amazing music, making 
Suikoden the best 32-bit RPG I’ve ever played. 

I can’t thank you enough, Konami... 

Ik H Fk ffwk ^ 


Ahh... Contra makes the world go 
’round. The PS treats the series '' 
well, with great 3D levels, awe- 
some polygonal bosses, and a £ “ 
redbook soundtrack packed with rif 
Contra goodness. The four char- 4 
acters are cool and each has their ^ 
own personalized set of powerful weapons. The 
control is a little weird due to the way you must 
lock your firing direction on and off, but I'll deal 
with it. After-all, this is Contra - two player co¬ 
op, power-ups, long levels, and armies of little 
dudes to blow-up. Definitely a must-buy! 



Wow, this is impressive! As long as 
you remember that this is essentially 
a 2D platformer with impressive 3D 
accouterments, you’re onto a real 
winner here. The storyline is funny, 
well thought out and from the same 

folks who brought you The Horde - 

(those sound effects and monsters are so similar!), 
and although starting off as a somewhat easy plat¬ 
form romp, by the fifth level you’ll be tested to your 
very limits. Plus you’ve got a really cool intro (that 
jester’s voice must be Greg Proops) and two great 
characters. Excellent platform frolics! 


A novel twist on the Doom 
genre that features a more 
strategic approach to subduing 
the enemy. With a huge array 
of traps, magical weapons and 
monsters at hand this gameLriSjHS 
never gets boring. The game setting is 
brought to life with excellent graphics and 
superb sound as you struggle with castle 
intruders who attempt to thwart your 
demonic plans. Highly original and highly 
recommended. 
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happypuppy.com 


It's 2 a.m. and I'm still playing 
Time Commando... 

— GsmeSpot 


Time Commando could reujrile 
the book on fighting games." 


Nine Distinct Worlds 

Battle throu^fh nine time eras: 
Prehistoric, Roman Times. 
Feudal iapan, Medieval. 
Conquistador, Western, 
Modern Wars, The Future 
and the ultimate showdown 
avainstThe Virus itself. 


4$ Deadly Weapons 

Master dozens of lethal weapons 
- from Prehistoric clubs to Wild 
West ^uns to futuristic lasers. 

OverSo Fierce Enemies 

Defeat more than 8o real-time 
poly^fonal 3-D enemies from past 
and future battlefields. 


The Future 


Incredible Environments 

lourney through stunnin^f realms 
as characters are seamlessly 
Integrated with ^or^eous pre¬ 
rendered backgrounds. 


The Uirus 


Clieckouttiiedeiiioatlittp://wwwictivision.coraoflittp://www.nicafee.com/intoitioine/or ^ |t|M A ^ 

visit us on America Online at Keyword "Activision’ot on CompuServe at Keywoid "Go Activision. 83 ' ACIItISI^/N® 

Now available on PlayStation' Came Console and MS-DOS'/Windows' 95 CD-ROM. 

AcWsion is a KoisMd irailemark 01 Aclivisicn. Inc, Adeline Sokjare international and lime Coirmaiao are irjdemaiks ol Adeline Sofc* inlernaiional. ® 1996 Adeliiii Sote international 

lor use with the PlayStation game console. PlayStation and PlayStation Logos are trademarks of Sony Computer Entertainment. Inc. All other trademarks and trade names are the properties of their respective holders. 










SOVIET STRIKE 
PLAYSTATION 
EA-CD 
SHOOTING 








PERFECT WEAPON 
PLAYSTATION 
ASC-CD 

ADVENTURE/FIGHT 
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NANOTEK WARRIOR 
PLAYSTATION 
VIRGIN-CD 
SHOOTING 



The FMV that opens Disrupter \s an 
exercise in pain. It honestly 
destroyed my mood. Why on earth 
would I want to be this hyper¬ 
lame? HIT THE BUTTON! A look at 
the game itself unveils a meaty 
corridor shooter with smooth graphics diverse 
environments and high quality visuals. A corri¬ 
dor game alert should be sounded! After 
Powerslave, I’ll be hard pressed to find as good 
a corridor experience but (minus the FMV) 
DisruptorwWl do just fine.. 


® ® @ @ ( 


What a surprise from ASC! The 
first pre-rendered adventure (since 
Resident Evil) worth your time has 
arrived. PI4^ features a slick lead 
character modeled and animated > 
with extreme care and locales you ^ 

won’t soon forget. The fighting Is^— - 

complex, yet easy to execute, and the accompa¬ 
nying soundtrack and effects complement the 
action on screen. What’s even better, though, is 
the massive size of this adventure. Said to be 
over 100 hours long, Pl/V will satisfy even the 
most demanding adventure gamer. 


i&etia ihiB 
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If you’re ever gonna play a puz¬ 
zle game this should be the 
one. Puzzle Fighter, besides 
its ultra-hip, squished Capcom—i 
fighting crew adds a unique 
twist to this otherwise over- l : ^. i 

used concept. The addition of combos that 
can turn what looks like certain death into a 
furious victory makes every game a fight to 
the end and the music, re-mixed for your 
listening pleasure, is great. I like the shat¬ 
ter effect, too, when jewels explode. 
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Tempest for the new age! A mix-rT~ 
ture of hot techno and twisting, 
turning ropes of enemy and 'Bv 
obstacle-laden polygons, — \j|^ 
Nanotek Warrior is as much a / jHL 
ride as It is a game. The difflcul-[_MLL 
ty is way high and some may hurl at first, vic¬ 
tim of Nano's many twists and turns, but over¬ 
all this game is a rush to play. I especially 
like the inner tube scenarios using reverse G’s 
to dart through huge fan blades. Tempest tans 
will thoroughly dig Nanotek. 


^ ^ [Mk ^ 
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I know this sounds crazy, but I 
liked original l/V//7eoz//better than 
this enhanced-in-the-wrong- 
places sequel. The hills and val- 
leys found in the original have-X 
been sacrificed for vastness’ sake I ^ 
and the music doesn’t live up to the blazing 
original. What’s worse is that the female char¬ 
acters are gone. XL does have new sleds, bet¬ 
ter effects, more tracks and better graphics, but 
it just doesn’t capture the spirit of the original 
on the SS. I’m surely alone on this one. 
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Another quality first person per 
spective shooter courtesy of 
Universal. Smooth graphics 
(though with limited visibility), iM 
great sounds, chunky weapons and 
even psionic powers to mess I 
around with. Each level teaches you a new tech¬ 
nique and sending enemies flying with the plas¬ 
ma shotgun can be VERY satisfying. Even 
though there’s nothing new here, I can appreci¬ 
ate a good corridor game when I see one. One 
question though; where’s the link-up mode? 
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Soviet Strike is the 32-bit sequel 
I’ve been waiting for. The tried 
and trusted mixture of strategy 
and action that typified the 16-bit 
Strike games returns, this time 
accompanied by orofessional l - 
FMV, 3D polygon objects and ultra-realistic CD 
sourced terrain. It’s not perfect: The frame 
rate is way too choppy, and the difficulty level 
is a bit uneven (most enemies have a range 
bigger than the screen and rarely miss), but 
Strike tans are still gonna love this. 




Take the pre-rendered backdrops 
and polygon characters of 
Resident Evil, add a Tekken 2- 
style combat system and hey 
presto: Perfect Weaponl The trou¬ 
ble is, these two game styles do 
not go well together, especially'——^ 
when the main character is as horribly unre¬ 
sponsive as Blake Hunter. The awkward cam¬ 
era angles sometimes make it hard to see the 
action when fighting, and even though you do 
kinda get used to it, the whole thing is just way 
too frustrating for me. Nice graphics, though. 


®L @1 
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I can admit that Puzzle Fighter j ~ ^ 
isn’t one of the best puzzle r ^ 
games that I’ve played; but let 1 
others say what they will, l| 'if f 
really liked it. The puzzle 
engine isn’t wildly original, but when 
added with the super-deformed Capcom 
characters and fighting game aspects, 
it’s a wildly enjoyable experience. 


ft ft s 


.9) (8) ® ® (9 




A 3D scrolling shooter set on a 
tube may not sound like theU^'^^^J 
greatest game concept, but invw^^^^ 
practice it actually works pretty 
well. Nanotek Warrior is fast, 
furious, good looking (even if the^^^^^^— 
objects are a little simple) and super tough - 
maybe even a bit too tough. Tempest 2000 
this ain’t, but hardcore blasting fans looking 
for a shooter that’ll last more than a day 
could do a lot worse. 


ft ft ft ft ft 
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The fastest graphics ever seen, a 
supremely polished racing engine, 
glorious texture-mapped scenery, 
no glitching or pop-up... what 
could possibly go wrong? Well 
nothing if you didn’t play the first 

Wipeout, but those with a mod- - 

icum of racing should battle through this game 
in two days. The whole experience is undeni¬ 
ably awesome until the end, which is over way 
loo soon. I would have given this 100%, except 
for the longevity; I want more than two days of 
play from my PlayStation software... 


This sure plays a mean game of 
Doom, and was suitably exciting 
and tough to hold my attention right 
until the final battle (with a surpris 
ingiy weak-looking boss). The 
extra touches (3D polygon environ 
ments with landscapes and psion- I 

ics) add great depth, but the game falls on tw 
counts; hideous, blighted FMV that should hav 
been left on the cutting room floor, and annoyin 
pauses when changing weapons. Overcom 
these two embarrassments, and you’re playing 
mean corridor stompathon. 
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I was somewhat disappointed with 
this transformation from 16 to 32 
bit as I found the actual missions 
far too difficult to complete (plus 
you have to begin your expedition 
from the very beginning should you 
die). This is probably just me being inept, but 
many gamers should be aware of the difficulty 
level before becoming transfixed by the stunning 
FMV sequences and involving plot. Still don’t 
like the way those buildings explode into wafer- 
thin sections, though... 


I m a big fan of the 16-bit Strike ^ 
series. The 32-bit update uses the ^ 
same formula, but throws in real- ^ 
time 3D battlefields and a cool FMV ^ • 

plot that gets deeper as you ( % 
progress. The frame rate's a little ! - ^ 

low, the playfield looks a tad bland at times, bu 
between the taxing demands of huge mission: 
and the barrage of enemies, everything become: 
a blur of blow-ups and bullets (fine by me!). A lo 
of quality play at your disposal here, and I rec 
ommend it to fans, purists, and newcomers alike 
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\ Perfect Weapon is the best pre- 
rendered polygonal adventure , 

I’ve ever played. I still love a 
R esident Evil, but Pl/Vtakes you to 
so many more places with so ( % — . 
much more to see and do. The ! ^ 

key here is that nothing ever loads, so ever 
wicked piece of pre-rendered art hits yoi 
instantly. Throw in a heavily fighting-basei 
gameplay engine with excellent control am 
truly massive levels and I'm lovin' this game 
Check out my review for full details. 
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Its nice that this game exudesfUB*^. 
Street Fighter/Night Warriors^M-^l 
cuteness, but as a game, it’s sus- 
piciously similar to Puyo Puyo, f 
Baku Baku Animal, and a count-1 

less ton of others. None of that’s!!_ 

bad, as those are fun games I truly do enjo' 
but if you’ve played any one of them, you’v 
played this, too. I did like the Street PuzzI 
Fighter mode, but otherwise, this offers notf 
ing to the genre except for cute voices an 
reminiscent Street Fighter tunes. 


OL Cl 




Unlike Starwinder, this first person 
shooter has plenty goin’ for it. Ten 
long levels of non-stop blasting, 
fantastic high-speed texture- 


'4 ^ 
.n ’V. 


mapped polygonal tube ridin’, and '4 

hev. it nlaus likf> a rirpam Thoro'c ‘ A 


hey, It plays like a dream. There’s ‘ K } 
always a new swarm of enemies, — 

insane moving obstacles to dodge, and freaky mi 
and end bosses that you fight in wicked 3D battl 
zones. Everyone says it’s too tough... yeah, yeat 
quit your whining, you girlie men! It’s good ’ 
tough, that’s all. Finally, the fantastic techn 
score keeps me grinnin’. 
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The game that sold a hundred ^ 

thousand PlayStations is back, and W 
how! New tracks, new weapons, 

Improved CPU Al, the ability to|t^.^ 
completely destroy other craft (or 
you own), and an even more 
Idckin’ soundtrack (the Prodigy is 
close to my heart). It may be the same graphic 
engine but Wipeout XL looks faster, smoothe 
and fuller than its predecessor. The lightnin 
paced gameplay and balanced craft handling i 
much the same, but hey, if it ain’t broke, don 
fix it! Another notch in Sony’s belt. 






















































PREPARE FOR THE MOS^PLOSIVE CONTRA EVER! 

- --^ "Wft; 


www.konami.com 

Contra^^ and Konami’''> are regislored Itadeinarks of Konami Co., Ltd. Legacy of War^« is a trademark of Konami (Americii) Inc. © 1996 Konami Co.. Ltd. All rights Reserved © 19% Konami (America) !j!^: ^ 

PlayStation"^ and the PlayStation'” logos are trademarks of Sony Computer Entertainment Inc. Sega Saturn"^ is a trademark of Sega Eritenirises. Tfie ratings icon ts a registered trademark of the Interactive Digital Software Association 


3-0 GUSSES INCLUDED 
WITH PUYSTATIQN VERSIQN 


PlayStntiun 








STREET RACER 
PLAYSTATION 
UBI SOFT-CD 
RACING/BATTLE 


' 1 rvrj 1 n . 


STARWINDER 

PLAYSTATION 

MINDSCAPE-CD 

RACING/SHOOTING 






TOMB RAIDER 
SATURN 
CORE-CD 
3D ADVENTURE 








Nl TOSHINDEN 
PLAYSTATION 
TAKARA-CD 
FIGHTING 
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PSYCHIC FORCE 
PLAYSTATION 
TAITO'CD 
FIGHTING 


Hmmm. A sexy babe ridin’ a 
missile-like rocket cycle trying to 
stop a planet eating virus... OK. 

For shooting purists it doesn’t 
get much better. Although I 
found the controls a bit (well, 
very) awkward the game itself is an interest¬ 
ing design. The mixture of search and destroy 
as you complete each mission is pretty cool 
and the light sourcing is turned on high. I so 
crave a camera behind the character though, 
and A7//doesn’t have one. 
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So you’re racing along a tube, or on 
this thin track in the middle of 
empty space, just flying straight and Mm J 
shooting things, where everything 
looks the same and you barely even j 
notice your opponents, and they I 

expect you to get swept away by* - 

their elaborate little storyline In which you’re 
Conner Rhodes, pride of your species, with a rac¬ 
ing strategy so unique and astonishing that it’s 
just the talk of the galaxy? Right... My strategy is 
to fly straight and shoot, and it hasn’t failed me 
yet. Thi s gam e is jus t pointless, cheap, and sad. 




This is such a hard review for me.l 1 
After playing the PS version of ^ 
Tomb Raider I can’t even look at ^ \ 
the Saturn game. There, I said it. .. 

While I love it immensely, I can- > 
not score it anywhere near the PS ^ j, 

game. It may be one of the best^ - ' 

Saturn games this year and is definitely the 
console’s best adventure but the texture, 
frame rate and light sourcing loss weighs 
heavy on Lara’s shoulders. Buy a PS or buy 
the Saturn game. Either way you can’t go 
wrong. Core has struck gold! _ 


Again, my review says it all yeti Jl / 
here I am forced to say even 3?^ 
more. Ni Toshinden, a combi- ^ 
nation of Toshinden and charac- 
ters from Takara’s hot toy line is jSL , 
a super-deformed fan’s dreamL-JELi_ 
fighter. With its simplistic yet effective 
controls, hot music and blazing graphics, 
soaked with color and light, Ni Toshinden is 
a cut above VF Kids. Will It ever come out 
here, though? I doubt it. If there ever was 
a niche game, this is it. 


And now for something com-rjL 
pletely different... Psychic ^ 
Force opens with animation ^ 
beyond 90% of the anime out--.\f^ 
there and from there pours out IfiL 
a fighter with Ziplock fresh- i ^ 

ness, hot character design, and excellent 
control. A lack of any real depth makes it a 
fleeting experience but overall this is a 
worthy fighter, especially versus a friend. 
Honestly, I’d buy it for the music alone. 
Zuntata is in rare form here. 
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Joining the army of corridor-type * ^ 

3D shooters on the PS is a tough 
job. You gotta have great texture- ^ 
mapped polygon graphics, a . 

smooth frame rate, light-sourcing, 
good control, and hard-core levels 
and enemies. Enter Machine^ - ■ ^ 

Head. As well as completely fulfilling these 
basic requirements. Machine Head has a cool 
sci-fi plot, impressive level construction, and 
really solid mech play mechanics. While it's 
not exactly stunning in any one area, this is a 
long, enjoyable shooter. 
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Street Racer is the best attempt at 
mimicking Mario Kart yet. The 
high-res graphics complete with 
oodles of hot cameras are a real ^ 
show-stopper and the character 
design is unique and original. My^ 

E. Honda dude will wreak havoc on all comers! 
Although the tracks are pretty short they are 
extremely well laid and laced with peril. The 
music’s very cool and the cartoon tracks award¬ 
ed for completing the gold cup... crazy! 


Fact no.1: Super Mario Kart is still 
the greatest kart racing game ever 
devised. Fact No.2: Super MariomMi 
Kart will never appear on a non-j 
Nintendo format. Fact no.3: Streetl; 

Racer \s the closest thing to Mar/oL-— - ^ 

Kart that PlayStation owners are ever going to 
get. Street Racer has crisp graphics, a truckload 
of extra features, up to 8-player split-screen 
action (or 4 in boxes), and so-so control. It’s a 
good game, it’s just not Mario Kart. 




Starwinder looks like it could be a 
bonus level in some other really 
cool shooter. Unfortunately, it’s not. 

Fly down a tunnel, shoot stuff, beat 
your opponent to the other end and 
er, that’s It. Sure, a simple concept ..c 
doesn’t necessarily make for a bad^*^'^^ — 
game, but it does here. Starwinder qe\s real dull 
real quick. The action is supremely repetitive and 
there’s not nearly enough variety in the tracks. 
The graphics are smooth, and I did kind of dig the 
cheesy FMV cut scenes, but that’s not really 
enou gh to rec om men d a purchase. 
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Ugh, what happened here? Thislfc^^ ~ 
version seems to be running atSS^B, 
half the resolution of its mm v5| 
PlayStation cousin, and has this 
awful straight-from-Genesis color f 
palette. I mean, it’s still a great I < 

game, and if you only have Saturn* - 

and have no plans to buy a PlayStation, you’ll 
be more than happy with it. Really, though. 
I’m probably the biggest Saturn fan there is 
here at GameFan, and I’ve got to admit that the 
difference between this and the PS one is like 
nigh t an^day. Very disappointing. 
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Besides a few characters andr~;;^g71 
moves, Ni Toshinden is nothing 
like the previous Toshindens. ln«^«>?R^H 
other words, it’s good. A//'- 
Toshinden is also not your typical 
fighter. Moves that requireLsZ^fei^ _ 
motions are gone, replaced by single button 
specials. The characters are also all super- 
deformed and stretchy, adding a bit of humor. 
This isn’t a serious fighter, but if you’re search¬ 
ing for something that’s a bit more fun and 
lighthearted than the norm, look no further. 


In a world full of traditional 2Df~3-^n 
and 3D fighters, it’s nice to see^ 
something different come 
along. Psychic Force is still a 
2D fighter in essence, but^'^gSif 
there’s such a feeling of free- llZ^*^^ 
dom and the gameplay’s so unique, it gave 
me much enjoyment. The graphics are hot 
and the music’s great; my only complaint is 
with the lack of depth (you can beat the 
game with the same basic strategy). I just 
hope it makes it out here... 




Post-apocaiyptic first person 
shooters are a dime a dozen, but 
how about one set on a hover 
bike! Control of the Vorpal Blade ^ 
takes a bit of getting used to, but 
with practice becomes very intu- l r 
itive. Plus EVERYTHING is made of lig 
sourced polygons. The enemies look cool, th 
weapons are satisfying and the levels are va 
ied. The only downside is the limited visibili 
distance which makes the game seem ver 
dark, but even that rain can’t stop the parade. 
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Round and round we go playing 
Ubi Softs ultra hi-res racer. Street 
Racer. This slick game of short 
track mayhem is a joy to play with 
more cameras than I’ve ever seen 
along with hot sounds and music, 
and enough depth for the most demanding kar 
racer. The accompanying cartoon that play 
between each round is beyond Saturday morn 
ing quality and the whole affair seems slid 
and well produced. Plus, up to 8 can play! 



The numerous high-quality FMVf ; . 

sequences set up for an epic o 
story; once I got to the game 
itself, however, I was sorely let 
down. What tries to be a racing E 
game ends up more like a I 
shooter, and it’s enough trouble keepinc 
yourself close to the track. What graphic: 
are present are nice, but there’s never tha 
much to look at beyond the track itself 
More time should have been spent on the 
game itself, and less on the cinemas. 
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It’s a pity that the system forf^^^^ 
which tomb /?a/7/erwasr original- 
ly intended has ended up with an 
inferior version of the game. It’s 
still a solid title, but the glitchy 
visuals detract from the overall 

atmosphere. Still, the brllliant^-^ - 

level design, cunning puzzles, ferocious mon 
sters and awe-inspiring scenery are all a: 
amazing as ever. My only other criticistr 
would be that the control is just a little toe 
much like Prince of Persia in 3D for my liking 
but you do get used to It. 


On the one hand. I’m veryf^^ 
Impressed with this game. 

Unlike the cheap route Sega IIL' Vi 
take with VF Kids, this is a total- ^ 
ly original game with new char- T 

acters, new moves, plenty ofll _ 

new systems, and cool new backgrounc 
It’s a lot of fun to screw around with, a 
looks surprisingly great in motion. On t 
other hand. It’s Toshinden, so who care 
This is a good idea that should have be 
saved for a more worthy series. 
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Hey, this is pretty cool. The back-|^^ ^~ 
grounds are great, the Intro is spec- 
tacular, and the music’s good too... SB ^ 
As for the game itself. I’m kind of i 
ambivalent. On the plus side, it’s a 
totally original, and there’s an 5 

incredible amount of strategy^~ - 

involved. The characters are vastly different an 
lot of fun to experiment with. On the down side 
just gets kind of tiresome chucking fireballs 
day. Maybe if the play mechanics were a bit mi 
intuitive... Still well worth a purchase, 2 
Accla im wou ld be wise to buy this one. 
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Heythae. 


Get that boot priTvit off your butt ONce 
aMd for all. Call the Sega 900 liNe. You’ll 
learN hiddeN Moves, secret po^er ups, 
boNus levels aNd tips that ^ill Make you 
the video qaMe Master of all tiMe. ANd 
you caN eveN order a Sega calliNg card, 
already stocked ^ith $10 of calliNg 
tiMe. Just thiNk, 
you caN get all 
the juicy tips you 
waNt 24 hours a day, 7 days a ^eek. No 
More eMbarrassMeNt. No More iNSults. 
Just you, puMMeliNg your oppoNeNts aNd 
laughiNg ^hile you do it. DoN’t ^aste 
aNother MiNute. ChaNge your life today. 


CdlMCW 

1 -900-200-SEGA 

U.S.: 1-900-200-SEGA $.95/min (recorded). $1.50 /min (live). Must be 18 or have parental permission, 
n Phone required. In Canada;1-900-451-5252 US$1.50/min (recorded/live). 


SEGA is registered in the U.S. Patent and Trademark Office. All rights reserved. 
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ft*s 2348 and ten of the mightiest galactic 
warriors are fighting for control of the Earth»^^!Si Mg^B 8 
PJ^^^^rate. Using Plasma power—energy drawn from the user’s own^^^B 
mental strength—the good, the bad, and the freaking ugly are each packing^-^ 
hundreds of weapon attacks, countless combos, and the ultimate battle barrage. 
Plasma Finals. Pick from any of the 4 different game modes of this hyper-realistic 
3D fighter and you’ll discover the level of precise control only CAPCOM can deliver. 

against intense backgrounds like Neo Tokyo, Federation 
^HH^^^^Hll^^Spaceport, and Planet Zeta; the perfect arenas 
to master the fine art of mercy killing. 


©CAPCOM CO., LTD. 1996 ©CAPCOM UJA, INC. 1996. 


ifj RESERVED. STAR GLAOI4^n{H|a trademark of CW^JO., L^CAPCOM Is a registered trademarltiJ^jEAPCOM CO., LTD. PlayStation the^PtayStation^ 


JO and the PS logo are trademarks of Sony Computer Entertairiment'^y^ 
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STAR GLADIATOR 


FOURTH EMPIRE 
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Nintendo 

GnmeKoy 

^^steml! 


nreelyear 
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Sabscriptioii!! 




BIG iwona, BIG PRIZES!... You'll lOVE ITl 
SEND IH THOSE CODES AHD MAYBE YOU'll BE THE HEXT WINNER! 


GXTV is the world's first video game TV with hyper-ampli¬ 
fied sound and graphics. Enhance the thrill of gaming with 
adjustable speaker doors, stereo surround sound and a 15 
watt sub woofer. Plus, the intense screen graphics will 
make you feel like your head's right inside the game. GXTV 
is also a 181-channel, 13" stereo TV with two A/V inputs, 
stereo headphone jack, backlit remote control and tilt/swiv¬ 
el stand. So whatcha waitin' for? Send in those codes and 
maybe you can win one of these GXTVs for yourself! 


''Willi ^fiv (^^pnlroffcr 
''Hunt! ^ ''Wficrc 

Chcutcrs ^Prosper.,, 


Send in your codes... good, bad, or 
ugly. We’ll look ’em over and 
choose one grand prize winner 
each month. Codes cannot come 
from a previously published US 
magazine. Winners will be drawn 
each month and displayed here In 
Hocus Pocus, the only place where 
cheaters prosper. (Current sub¬ 
scribers who win a subscription 
will receive a one-year extension.) 


GRAND PRIZE WINNER; 

I'ETER ST AACH, HIGHIAND PARK, IlllNOIS 

FIRST PRIZE WINNER: 

DON LEWIS, FORT UNA, CALIFORNIA 

SECOND PRIZE WINNER; 

DAVID RODRIGUEZ, SAN iOSE, CALIFORNIA 

THIRD PRIZE WINNER: 

ZAK AFIFI, CLEMMONS, NORTH CAROLINA 


Hocus Pocus 

5137 Clareton Dr-, Suite 210 
Agoura Hills, CA 91301 


Continued on Page 26 









PlayStation 


he’s a joker 


jHSt sal!?e plays with al^’t 

lack. 


Mi 


Ante up to Crystal Dynamics’ fastest, 
endorphin-based 3D action game. 

Your team of fellow speed-mongers includes 
Nikki, Fargus and Sid - an acrobatic wizard, 
a slightly twisted jester and his maniacal puppet-on-a-stick. Dlur through unbelievably 
spacious levels of their deranged 3D kingdom while shape-changing into a fire-blasting dragon 
or raging rhino. Just sit down and get taken for a ride, it’s pure rocket fuel. 


CRYSiyvi- 

winzzazDsy 

Check out our new website at http://www.crystald.com 

this miltial seal Is lasr asssraate ihal lliis prsilacl meets tlie mmesi veaiii) slaadards ol Seqa Bey Barnes aad atcesssries mill lliis seal Id H sire ttil Uiej art cimpatiiile mill He Sena SaiariStsievi Sega and He Sega * Cnnn Avai|ah|e nil PC CD-ROfll 

Iraiemarii il Soai Ciopsier lilertaiimcil He. Crystal lyiamlcs. He Crystal Dyaamlcs Hgi. Paademaniom! He PaBdemaaiam! Hga aid He related eSaratHrs an Irademarts at Crystal Byaamics. • lllBB Crystal Hyaaaiics. All rlglls restnied. Call 1 8llfl /M-3I/2 lar Came Baliag lalMialita. QUUII H¥dliaUIC Ull ru UU nuill 








SD'JL 


pasffsrm 


MORT/IL KOMliaT 7RIL06V SONY PLAYSTATION STIKT KOMBAT Z0N{, CLASSIC CNARACTCRS, CNAMTLCON, ONC BUTTON TATALITKS! 


Modern Wars - UZXNOYMO 


LEUEL 


VIRUS 


1.75 


Future - QPKZJFLA 


ENERGY 

FULL 


VIRUS 


Virus - Final Stage - SERDLPIL 


VIRUS 


3.25 




Vild West 

DXRJEVNQ 


LEUEL 

MEN 

ENERGY 

BLOCKS 

ENERGY 

FULL 

VIRUS 

EXTRA 

CHIPS 

6-1 

3 

4 

4 

0 

7 


TIME COMMRNOO SONY PLAYSTATION PASSWORDS 


Here are some passwords for Activision’s Time Commando. 
Each will put you in the first level of a different 
time-period / stage. The maximum # of men is 3 & energy 
is 4. (Note: These passwords are for NORMAL LEVEL!) 


Roman - XCBVVEFM 


Japanese - CMUBLBGO 


MEN 

E 

B 


GY 

KS 

VV UlUU 

ENERGY 

FULL 

VIRUS 

3 

3 

1.25 

0 



Conquistado 

- KWIYFDFM 


LEUEL 

MEN 

ENERGY 

BLOCKS 

ENERGY 

FULL 

VIRUS 

EXTRA 

CHIPS 

5-1 

2 

4 

4 

0 
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John Alien i 

Capitol Heights, Marylanil 


SECItET KOtipiaaKE 
1 BOTTON E0TflUTtES: 
IMSTfiHT flaatfESSOB: 
MORMfiL BOSS PRHfiOE: 
LOW DRMROE: \ 

HE0LTM RECOVERY: J 


EXIT j 

Access the “?” in the OPTION SCREEN. To choose the KOMBAT ZONE, high- 
HOLD UP, L1, L2, R1, R2 until the screen light SONYA or HUMAN SMOKE and 
shakes and you hear a sound. This code Push UP & START. You should then 
will allow you to have a number of hear a sound. After choosing your 
options, one of them being one button fighter, it will then ask you what 
FATALITIES! Here are the Buttons: staqe vou wish to do Kombat on... 


hear a sound. After choosing your 
fighter, it will then ask you what 
stage you wish to do Kombat on... 


HP: Brutality 
HK: Fatality #1 
LK: Fatality #2 
BLOCK: Friendship 
RUN: Animality 


To play as a CLASSIC CHARACTER, highlight 
RAYDEN, KANO, KUNG LAO or JAX and press 
the SELECT Button. The square will rotate to 
reveal the classic character! 


To play as CHAMELEON, select 
any ninja (Scorpion, Reptile, 
Rain, etc.), and hold LEFT, HP, 
HK, BLOCK and RUN until the 
match starts and you change. 
For the 2nd player, hold RIGHT, 
HP, HK, BLOCK, and RUN. 


Darrin Griffin 
nny@inail.WMfinternet.net 





























































Hope you aren't too attached 
to your nose. Ploy Street 
Fighter Alpha 2 for your Super 
NES® and you have a good 
chance of having it 
rearranged. Ryu, Ken and 
Chun-Li are back along with 
over a dozen more charac¬ 
ters, all spoiling for a fight. 
Custom Combos, new Super 
Moves and Alpha Counters 
give you a fighting chance. 
Almost. You can bet some¬ 
things going to get broken first. 


\ ©1996 Capcom U.S.A. Inc. All rights reserved. 
® are tradwmarks of Nintendo of America Inc. 









FIN/ll DOOM SOHYPLAYSTATIOK MAP MMY, UYK MAP, GOD MODt, AMMO & K(Y5, X-RAY YISION, lYARP 



Hey, they do look quite familiar... 

Just PAUSE the game and enter any one 
of fhe following to really gun ’em down!! 
Happy huntin’! 

IVIAP ENEWlYPOSmONS; 

TRI, TRI, L2, R2,L2, R2, R1, CIR 


PAUSE 


MAP ENTIRE LEVEL: 

TRI, TRI, L2, R2, R2, R1, SQU 


X-RAY VISION: 

L1, R2, L2, R1, RIGHT, TRI, X, RIGHT 


GJD MODE: WARP L E VELS: 

DOWN, L2, SQU, R1, RIGHT, L1, LEFT, CIR RIGHT, LEFT, R2 


Clim'H iHniilOlCOOT SONY playstation 100% (0D{, bridge trick 



—^aadxa Z a a r' r , 

m. wRfflf.QrfPfpx- ■ 

Musts 


Thanks go to the hardcore David 
Rodriguez for the 100% all levels and 
all keys code. Another trick to note is 
for any ‘bridge’ level (such as Road to 
Nowhere): Instead of jumping to your 
doom, try jumping onto the ropes 
holding the bridge up (to tbe left or 
the right) and you’ve found an awe¬ 
some short-cut. Just walk on these 
ropes and you’ll complete the level in 
no time (just watch your step, you 
could still fall). 



OUaROIttlll HEl20B%' SEGA SATURN DEBUG (ODE! 



Want to squeeze the last ounce of game- 
play from this awesome side-scrolling 
Treasure classic? Then enter the OPTION 
MODE from the title screen. Highlight 
EXIT and hold the X-hB-i-Z huttons. Then 
press and hold DOWN on the D-pad 
(you'll get a 'roulette shuffle' effect), 
before quickly tapping A when the DIP- 
SWITCH option is highlighted (fast reac¬ 
tions are needed here!). Once you've 
succeeded, another option (DEBUG 
OFF/ON) should appear at the bottom of 
the screen. Switch the DEBUG to ON and 
execute the following: 



r Af£Y - ABC + r S rABt. 
ws/E/2 rfiiiimLY Off 
PiLAY OBM6 flHE tliMirS QHi 
PAUSE OISP 6 m 
ni r coMBd oisp, oh ^ 
, AUDIO ^ 

EHEm LE^BL OISP OPE 


HEXr gXft DISP OFF 


iFnua OH 


PRESS START TO EXIT 



1. ) Pick your character and a 
STAGE SELECT prompt appears. 

2. ) You'll also have 200 points 
to max out your character! 

3. ) Pause and press L SHIFT to 
activate collision detection 
(works in versus mode). 

4. ) In VERSUS mode, 

you have 45 different characters 
to choose from! 

5. ) in OPTIONS screen, 
access TEST MODE to see the 
seven different endings! 


STRftCK 

HIGHLAND rARK, ILLINOIS 

HOLD X+Y+Z+UP TO REFILL HEALTH 
HOLD X+Y+Z+DOWN TO DIE (!) 

HOLD R SHIFT+START TO SKIP AHEAD ONE STAGE 
HOLD R SHIFT+A+START TO SKIP TWO STAGES 
HOLD R SHIFT+B+START TO SKIP THREE STAGES 
HOLD L SHIFT+R SHIFT+START TO SKIP BACK ONE STAGE 
HOLD L+R+A+START TO SKIP BACK TWO STAGES 
HOLD L+R+B TO SKIP BACK THREE STAGES 
HOLD L+R+C TO SKIP BACK FOUR STAGES 
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... Continued on Page 30 




















http://www.playmatestoys.com 



611 Anton Blvd., Suite 500 
Costa Mesa, CA 92626 
(714) 428-2100 


Created by Shiny Entertainment, Inc. © 1996 Shiny Entertainment Inc. MDK is a trademark of Shiny Entertainment, Inc. All rights reserved. Artwork and design 
© 1996 Playmates Interactive Entertainment Inc. PIE'“ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. 
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DUT 


£.0 Hw<f ylrt^s off 

fat^ of tHis soflibk-hf^t^ct p(a»i^i.. &f*ipp^d 
a bonibM of f^ifcturistlt Hf^opor»s, \fpi* Hav^ 
CJfatfcf^ flf£*SS»^ fliisslOf^s to ar^dihlfat^ wcH oii<f 
i,Vi,nf oni of tHs p(4tr^fi^</ /ln<f th^ni fat^ 

tK^ vlraf viffairi Hl'^iS^ff h tK^ /noth^f of aff shot^' 
(toi^ns. So cfoi^’t j«*st sit tK^f^* yootr bomb is nraitit^g. 



Eidos Interactive, Machine Head and Core are trademarks of Eidos, Plc. ©1996 Eioos. 













To play as the second player out¬ 
fits, simply hold UP on the direc¬ 
tional pad when selecting your 
character. 


To pick the bosses, move the icon to the left of 
CHUJI, and you will see the boss names appear. 

Yep, MUFU, UDAN, and a slightly smaller NORK 
(which has changed to SNORK), will be playable! 

... Continued on Page 3- 


For an extra set of 
options, simply hold 
down all of the shoul¬ 
der buttons (L1, L2, 
R1, R2) down at the 
same time and select 
CONFIGURATION with 
any button. 


To acquire the three 
bosses in Tobal No.1, 
you must complete all 
three levels in QUEST 
MODE. To do this takes 
extreme fighting skill, 
and patience. And if 
you do accomplish this, 
you truly are No. 1! 


A9AM HA2AR9 
RASO RQBiES, 
CALIFORNIA 


NORTH CAROLINA 


KIH6 Of riCHTfttf '9S M piwunoN (MI) m autiCKR ni ium idii iw, (xiia opw 


When selecting your character, 
highlight “YES” in the TEAM 
EDIT option. Then while hold¬ 
ing down the START button, 
input the following code: 


UP & CIRCLE, DOWN & 
TRIANGLE, LEFT & X, RIGHT & 
SQUARE, UP & CIRCLE. (Done 
similar to the BOSS CODE.) 


TOliai MO. I 50NY PIAWTATIOH (IMPORT) JfCOND OUTFIT, HOM'S SHUT-Off, BOSS (HARACTtRS! 


oi.iEMsaasi ,»■ 8 : 

MADHOUSE 

— g 37/204 


CHRRRCTER SELECT 


We really don’t 
know what signifi¬ 
cance this move 
has, but if you want 
Horn to commit sui¬ 
cide, simply press 
L1, R1, and DOWN 
at tbe same time. 


KIM6 OF FI6HTE0V ''9$ $OKY PLAYSTATIOH (IMPORT) PLAY AS m BOSStS! 


1 ^ 

mm 

m, 


— j 



r 

h 




& 

i 


ryEsi HU 


Yfcb: ’■fCOl’ 


At the screen where you choose your 
fighters, select TEAM EDIT, and select 
“YES.” Then while holding START, 
input the following to play as the bosses 
Omega Rugal and Saishu Kusanagil 

UP & CIRCLE, RIGHT & SQUARE, LEFT & 
X, DOWN & TRIANGLE. (Press the 
direction pad and the coinciding button 
at the same time.) 


’/AK AFIFI 
CLEMMONS, 


CDNFIBURntiaN 
’/''/►LEVEL^' SELECT' ■" 
i 8345678 
UDN DEMO 
xjiri' ■’OFF' 

KEY SET 
LR CONTROL 
EXIT 


30 












LLL-llViib 


"It's unique, challenging, and 
packed with addictive gameplay- 
-GAMEFAN 


Hext Generation 


Plover 2 needs 7 more flogs! 


AVAILABLE FOR 
WINDOWS 9S 


* DPPON ENiT siIomed 


Over 57 rounds oi gameplay ^ 

15 monster opponents 
Two-player head-to-head action 
28 independent two-player rounds 
Ability to perform different magical spells 


'S'lar) ViniilN INTEHACriVt: UNTEn'rAlNMENt INC Qiid riADlCAL ENTEHTAIMMENi; I.TD. 
All right!! tHsm ved. Grid lluniiBr is a iradsmiork of Virgin InteracUvs Etiiertaininenl, Inc, awl 
Radical Enlortaiinnent Ltd. Virgin is a ragisterad trademark of Virgin Enterprises. Lid All other 
Iradomarks are the property of their raspecftve ownen; 


I'fniinfini 






SEGA SATURN « 

PlayStation 
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Sega Is registered In the U.S. Patent & Trademark Office. Sega Saturn and Nights are trademarks of Sega. 01996 SEQA. All rights reserved. 















Nights is here. 


Never, ever, ever, have you experienced anything like this. Never, 

1^^ EVER, EVER, HAVE YOU BEEN ABLE TO FLY, FLUID AND FREE, IN REAL-TIME 3D. 

Not until NiGHTS.™ The first true showcase of Sega Saturn's stunning 

CAPABILITIES. THE TECHNOLOGICAL TOUR DE FORCE THAT HAS EVERYONE IN 
IBfc* THE GAMING WORLD ABSOLUTELY SPUN. 

The Story 

One of the most immersive, mystical gaming experiences ever. 

Nights establishes an entirely new gameplay paradigm. Think of it as 

PSYCHODRAMA, AN EXPRESS ESCALATOR INTO THE SCHIZOPHRENIC, MIND-BENDING 
VIRTUAL WORLD OF YOUR DREAMS. 


The World 


Created by the renowned Sonic Team, NiGHTS is a full-on 3D masterpiece. 

A WORLD WITH LUSH DREAMSCAPE REALITIES, ITS OWN MICRO-CLI MATES, EVEN ITS OWN 
NATURAL ORDER. IMAGINE. SMOKE, FOG, CLOUDS, RAIN, AND WATER THAT APPEAR IN MULTIPLE 
LEVELS OF TRANSPARENCY. WATERFALLS, CURRENTS, WIND, AND, YES, A TORNADO THAT FOLLOW THE 
LAWS OF FLUID PHYSICS. ALL BACKED BY A RAGING SOUNDTRACK THAT BLENDS JAZZ, ROCK, 

ORCHESTRA, WORLD MUSIC, AND EFFECTS. 


The Gameplay 



SPEED. Despite massive 3D demands, 
SYSTEM SUPPORTS BOTH BREAKNECK 
ENVIRONMENTS. WITNESS ITS ABILITY 
OF FLIGHT. Its lightning multiple 


Nights screams along at banshee 


ITS ADAPTIVE SPEED MANAGEMENT 


GAMEPLAY AND BREAKTHROUGH 


TO REPLICATE THE TRUE SENSATIONS \ 
MORPH SEQUENCES. ITS OVER TWENTY 
IN REAL TIME. AND ITS OMNIPRESENT 


TRACKING CAMERA ANGLES THAT SCROLL-SHIFT 
SYMPHONY OF 3D POSITIONAL SOUND. 


Engineered specifically to intensify the NiGHTS experience, Sega Saturn's 3D Control Pad 

ESTABLISHES A NEW BENCHMARK IN SMOOTH AND DYNAMIC OPERATION. IN ANALOG MODE, 

ITS PULSE-SENSITIVE THUMBPAD ENABLES UNPRECEDENTED MANEUVERABILITY AT BREATHTAKING SPEEDS. 

And a digital mode allows compatibility with almost all other Sega Saturn games. 
{Please call 1-800-USA-SEGA for any compatibility questions.) 

^e/iei{icftofi 

if/) to joto. s/oes. /jraje/^s. 





WWW.SEGA.COM 














iMfiacT aacim 


John Reynolds has completed 
Impact Racing, and has come up 
with some awesome codes for all of 
you to use! Simply input the codes 
in the PASSWORD option screen. 


jOHH I REYNOtDS 
DOYIESTOWH, PEflNSYtyfttllA 


LAM.IIVIORTAL - INVINCIBILITY 
LOADSOFSTUFF - INFINITE WEAPONS 
ALL.TOOLEDUP - ACCESS TO ALL WEAPONS 
BONUS.LEVELS - PLAY ALL 6 BONUS TRACKS 
ENDGAWIELEVEL - PLAY FINAL TRACK OF GAME 
RABBITBAOGER - LEVEL SKIP 
JOURNEYS.END - TRIPPY MUSIC MODE 


llUNOICOOT SONY PLAYSTATION 


In the stages “Lost City” or 
“Sunset Vista,” there is an infinite 
fruit trick that allows you to rack up 
on the extra lives! Just hit the first 
ceiling bat and proceed to the next. 
When the string of bats come flying 
down, jump up and kill the second 
ceiling bat. Tbe whole row of bats 
should turn into the lovely fruit that 
our favorite bandicoot loves to eat! 
Is that good enough for you, 
George? 


QLttcuoam 


PAUSE fhe game and enter the prefix: SELECT, L2, SELECT, R2. 

NOTE: ALWAYS ENTER THE PREFIX BEFORE ENTERING THE REST OF THE CODE! 


SAME 

PAUSES 


MAX FUEL & AMMO” - TRI, TRI, TRI, CIR 
GET MAX WEAPONS” -L1 L2, R1, R2 
CYCLE GUN MODES” - SELECT, SELECT, SELECT 
SUMMON WINGMAN” - SOU, SOU, SOU, CIR 
SCREEN MODE TOGGLE (BYPASS PAUSE MENU) ’ 
MISSION COMPLETE” - TRI, TRI, TRI, DOWN, DC 
UPGRADE CURRENT WEAPON” - L1, L1, R1, R1 




'ARMOR: 


^ FUB~M5LYk»i n:}n.' 




opIrati^'' 


See you next month! 


WAKA & CHIEF HAMBLETON 
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ta«or‘«.7 

\|iloWer»«®« 
(America.»' 


PLBX 'J£i-£jJ7 jVJJJSIjLiJ 

The most powerful collection of Marvel 
Super Heroes unite to battle a multitude 
of treacherous villains on your Super NES! 
It’s an incredible action-adventure demanding 
your skill, cunning and might to defeat the 
forces of evil and Thanos’ quest for power. 


CAPCOM U.S.A., INC 1996 All Rights Reserved. CAPCOM is a registered trademark of CAPCOM CO., LTD. Marvel Super Heroes and All Character Names and 
vel Characters, Inc. All rights reserved. Nintendo, Super Nintendo Entertainment System and the Official Seal are registered trademarks of Nintendo of America, Inc. 
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Blue is 


i 


ma 


Blue is back. Sonic’s new world is in 3D. 
Which means the little blue guy has a lot 

MORE TERRITORY TO COVER THIS TIME. So PUT 

_ IT IN GEAR. There are flickies to rescue. 
Power-ups to grab. And moves like The 
Blast Attack that make this Sonic 

THE FASTEST AND WILDEST YOU’VE EVER SEEN. 



New Sonic games now available on 
Genesis, Game Gear and PC. 


SEGA and Genesis are registered in the U.S. Patent and Trademark Office. Game Gear, Sonic 3D Blast. Sonic Blast, and VectorMan 2 arc trademarks of Sega. 
01996 SEGA, P.O.Box 8097, Redwood City, CA 94063. All rights reserved. Made in the USA. Printed in Japan. 


















ORMAKEVi'ASTE 



With a load of new morphs and the motherlode of new 
WEAPONS, VeCTOrMaN NOW HAS EVEN MORE WAYS TO TURN 
HIS MUTANT INSECT ENEMIES INTO LANDFILL. Do BATTLE AS A 
SCORPION, A GIANT TICK, OR A RHINO BEETLE. Or JUST DO 
A TON OF DAMAGE WITH ThE FiREBALL, ThE BoOT BlAST, OR 
The Overkill. Spare nothing. Shoot everything. 
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RAIDER 


T hree years ago when 1 was talking to Jeremy Smith about Core’s vision for the ultimate 32-bit 
adventure game, who'd have thought It would would end up one of the best games ever 
made? After playing the perfect platformer. Crash Bandicoot, and then the best adventure. 
Super Mario 64, 1 felt lucky to have experienced what I feel were 2 perfect games for '96. At pre- 
s^nt however, 1 am utterly shocked because now, there’s not only a third, but of the three, in my 
opinion. Tomb Raider is the best. As they did before, my critics will come at me again. After scor¬ 
ing CB a perfect 100, friends commented they felt the game was great, but not perfect. Of course 
my follow up question was, did you complete the game with every gem? In every case, the answer 
was no. As it was in Super Mario World, and always shall be, the challenge beyond simply com¬ 
pleting a^ame when applicable, is there for a reason. Completing SM64 with 120 stars vs. the far 
less you actually need, cuts out a lot of the game. The same rings true for 
Crash. In Tomb Raider, it’s the secrets. There are many in each area and find¬ 
ing them only adds to the perfection that is this awesome game. 

Newly-named Lara Croft is on a quest parallel to just about every Indiana 
Jones adventure in the book. We've got ancient artifacts, sleeping gods, 

greedy financiers, and rival 
fortune hunters. The differ¬ 
ence? Lara’s an astounding 
babe, and this is an 
astounding story that 
unfolds as you play a game, 
not watch a movie. Seein’ ^ 
it's one thing, but doin’ it... 
hard to describe. 

So, let’s get to it shall 
we. We begin with Lara 
herself, the most graceful 
and fun to control video 
game character of all time. 
Lara does many things - so 
many, in fact, that you’ll 
often feel you are control¬ 
ling a Jiving, breathing 
woman. The list of com¬ 
mands is as follows: Jump 
up, run, jump forward, 
jump back, lunge, grab onto 
& pull up, side jump, back 
flip, reverse spin, hand¬ 
stand into cartwheel, walk, 
strafe, backflip, push, pull, 
pick up, view angles, and 
shoot. Now, you want to 
hear something* really 
interesting... 


/ k 








38 



mk SUPSE3TAES BlEIli 


What would 
you give 


This is the ultimate of Michael. 
2 1/2 hours, $ 29.98 for the 3 -pack, 

until 1/31/97* 


SORRY, NO 
OVERTIME. 




this stuff! 


Available wherever 
videos are sold. 


Nothii^ gets you closer to the game! 


Photo; Nathaniel S. Butler, NBA Photos 


©1996 The CBS/Fox Company. All Rights Reserved. 

CBS™ is a trademark of CBS Inc., used under license, pg g 
“Twentieth Century Fox,” “Fox” and their associated logos are the property |=||^ 
of Twentieth Century Fox Film Corporation. ©1996 NBA Entertainment, Inc. video - 


^ NBA Entertainment, Inc. 











...they all become second nature in a matter of minutes! 
Complex, yes; confusing, no. Lara has perfect control. ■ 
But it goes beyond that. Position her in front of a push- 
. able item, hold x and push forward and watch as Lara 
gives three realistic pushes so real it's scary, complete 
with straining grunts and groans. Lara’s voice by the 
^ way is soft and British. She is the consummate cool 
. chick, and she's all yours. ^ 

^ Of course, what purpose would all this trickery 

\ without the proper locales? That’s where 


f three years of development comes into play. The 

[f areas in Tomb Raider, spanning the globe from caves to 
^ exotic temples and treacherous fortresses are not only the 
most vast over any previous game (yes, even Mario), but 
they are so brilliantly designed and bursting with 
j exploratory gameplay that it overloads the spirit with awe 
and joy. A single area can take well over an hour to beat 
early in the game. Later levels, depending on how good 
you are, will take much longer. Saint Francis' Folly, for 


PlayStation 


I’m speechless 


instance^the first area in the sec¬ 
ond quest holds four i^ors har¬ 
nessing four gods. In^de a tow¬ 
ering fortress 100s of feet high 
i and laced with platf&hns, you 
^ - must first find each 
JSTV switch' and 

locate the cham- 
hers themselves. 

|Si% Once inside you must 

K secure a key, and 
then escape. To 
Vlj activate this por- 
V tion of the itolly, 
you fhust first 
opSn a room filled 








Lara's guide loses his life early on, as Lara opens the first tomb. A pack of blood-thirsty wolves will dine on 
his bones. Lara tries in vein to save him... but what a ride! 
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ENTER 

THE 

Ijungle 

h AND 
I FIGHT 
TO THE 
DEATH! 


fortress floor, and from there... well, you get the point. All the while situations 
are brought to life through ambient music that begins and plays through certain 
events. You hear only your footsteps and the sounds of nature around you until 
something is about to happen, when music from the heavens chimes in, sending 
chills down your spine. Enemies attack in a similar 

fashion, often coming 

' ™ —_ ' out of nowhere. 

From wolves and 

f ^ ^ * apes to raptors 

^ and a t-rex from 

|f a parallel dimen- 

I Sion, your neme- 

j sis'are extremely 

smart with scafy 
Al. Emerge from 

Is a pool where a 

! * bear awaits 

1 m .follow your 

M.. ''s’ery 

f move. 

I’ve no 





PS just to enjoy 
this version. 
FFVIl’s coming 
so you may as 
well. One thing 
is for sure. Tomb 
Raider for the 
PlayStation gets 
my vote for game 
of the year - and 
perhaps of all time 


space to speak of 
the CG and 
attached story j 
but I assure you 
it is as spectacu- , 

lar. Sadly, the < 

Saturn version of 
TR is but a shell of 
the godly PS ver¬ 
sion, which is so 
good, I would urge 
you to rent or buy a 


IT 

DOESNT 
GET ANY 
BETTER 











[be vj gboa friend to Tbfcuhi. 
















ativc, the magic system is ingenious, and the occasional war scenes are exciting, if a bit sim¬ 
plistic. Of course, any game with this much innovation is going to have a few unexpected has¬ 
sles, and Suikoden is no exception; You can't really get the most of it unless you constantly 
rotate your party members, and the constant unequipping and equipping this requires quickly 
becomes tedious. Even worse, you'll have to be good at remembering names, for you get only 
the characters'names, not pictures, when picking your roster. 

My only other complaint with Suikoden is in the bland, motionless overhead graphics, Luckily, 
the quality is much higher in the beautiful (and beautifully animated) battle scenes. Finally, it 
would be a grave injustice not to mention Suikoden's brilliant, luscious soundtrack. You've just 
got to hear it to believe it.. , ^ 

So, finally, we have our first 32-bit RPG epic. Suikoden isn't just a great game relative to the 
small, unimpressive crop of RPGs that trickle out here every year, it truly is a great game by any 


PlayStation 


objective standard. T 
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If you want to fight evil, then you’d better be ready to go the 
distance. The mischievous Lomax is in way over his head. But 
only he has the power to conquer Evil Ed and break the diabolical 
hex that has been placed on his friends. 

Zoom in Se out of detailed landscapes up to 10 layers deep. Use 
amazing flame-thrower helmets, helicopter helmets and many 
more, to vanquish evil. 

But look out. The Adventures of Lomax can be habit forming, 
and that’s something even you may not be strong enough to fight. 
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T hat deluge of Brit-based software just keeps on a-comin’! The follow-up to the fun but flawed 
Destruction Derby has finally been granted a release, and this time the Newcastle-based 
Reflections is hard at work improving all aspects of the game. From the 90 percent complete 
version of the game that I played, 1 can tell you this is a simple revamp of the original. DD fans 
are likely to be fairly twitching with delight, but although I’m a real racing fan, I and many others 
were never taken with the original; any problems that Reflections have kept for the sequel shall be 
dealt with in the review. For now, let’s look at the extra features which makes DD2 stand out from 
the increasingly congested crowd of 32-bit racers. 

DD2’s main advantage is that it’s the only racer where bits come off your stock car (flying off in 
heaps of triangular polygon shards) and wrecking is the name of the game, but this time, there’s 
banked courses (a real bonus which allows huge jumps and spins to be attempted!), lens flare 
(both in the midday sun and from night-time street lamps), four bowl arenas (where you essen¬ 
tially press accelerate and watch your car get demolished), more extensive crashing; and most 
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etting creamed at SFA2 by the staff at GF can get a bit old, so I got a certain joy as others bowed 
to my might in Super Puzzle Fighter ll-X. (Ego? Nah...) I’m a HUGE Puyo Puyo Tsu fan, and 
Puzzle Fighter is quite similar, so I clicked with this one right away. Plus, I mean, who could 
resist such exaggerated versions of some of the Sf/I2and Nightwarriors crew? 

Being honest, the game itself is rather average. Colored gems fall from the sky in^ 
pairs of two, and join with others of the same color it they touch in any direction. Spheres i 

S i fall as well, and dropping one on top of, or next to, gems of matching color makes them 
i! vanish. Just as in Puyo, the real reward comes from setting your gems up so that once 
H one set disappears, it will cause a chain reaction as the other blocks fall, sending penal- 
I : ty blocks to your opponent’s side. Sound pretty simple? It is, but at least it’s 

I not a bad puzzle game engine (despite the whines of it being too easy to 

« ' destroy the other player by those who lost to me). 

I Puzzle Fighter's uniqueness is its tie to SFA2 and Nighlwarriors. By giving 

you and your rival the ability to pick specific characters (Ryu, Ken, Chun-Li, 
Sakura, Wlorrigan, Lei-Lei, Donovan, and Felicia), winning isn’t just win- 
ning anymore; it’s a contest of showing off. Your character attacks your 
V opponent’s, with moves depending on the type of combo you just pulled off. 

friend, but even more so 

ff' » f when the match ends with Lei-Lei pommeling that no- 

^ 1 X 2 % good Ken with a Super. The character’s personal 
backgrounds and theme music show up as well, 
changed a bit to be just as cute as their owners. 
^1^^© Puzzle Fighter isn’t too heavy puzzle wise, and 

combined with the theme could help 

i. ,1 ' ^ those who don’t normally like puzzle games enjoy 

this one. The only problem I had was the longing it 
■■■'»> fj piit jn my heart to see a SF/NW Kids. Hear me. 
rsr Capcom, super-deformed Lei-Lei and Felicia are far 

iff too cool to not be used again! S IKi 
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Appaloosa were given 
quite a task. Take Contra, 
a 2D legend dating back 
some ten years, create a 3D ver¬ 
sion, and stay as true as possible to the original. 
Fail, and you're responsible for breaking a chain of 
legendary hits. Succeed, and your name goes up In 
lights. Appaloosa have tolled hard over Contra and 
for a 3D actioner. I'd say they've definitely succeed¬ 
ed. Of course I'd have preferred my first 32-bit 
Contra in 2D. but I'll live. As I stated last month 


■:::'.SraaSBS®. 


* A most of what made ^ 

At Contra, well, Contra, - 

Ui IfO is in here. Bullseyes' 

9 0 that when hit explode 

walls, big spiny and/or fleshy 
bosses, airborne power-ups you shoot out of the 
sky, and of course, insane difficulty. Intermediate 
gamers will survive the easy mode with its 4 levels, 
but to see all six you must step up to normal. 
Normal in this case being a baby step from super 
human. Beyond normal additional rewards await 
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the master gamer who beats Legacy on hard. This, 
however, will take an Iron will. 

Appaloosa's 3D engine, which scrolls along in 
every direction as you attack the game, has amazing 
depth and is one of the cleanest looking 3D polygo- 
The textures are highly detailed 


^ 4 crowds you once in awhile but for the most part is 

a work of genius. 

V ' .5 ; / In the control dept. I found the jumping a tad floatv 

^d uncontrollable while airborne, but precision jump- 
^ ' Ing rarely comes Into play. When it does, pray you ve 

got full health. Each character (Eubba’s the fastest, Ray the strongest) can strafe at the 
itouch of a button, shoot and crawl laying flat, and toggle between 4 standard issue 
(provided you grab the flying icon) Contra weapons. They’re each animated prettv 
well, except for jumping and swivelling while laying flat, where few frames are used. 

I The bosses In Contra, (especially the descending one below) really steal the show. 
'They are fluid, big, and as nasty as ever. Appaloosa has succeeded in creating panern 
'worthy bosses (reminiscent of those S-bit foes) In a 3D environment. 

I Most importantly. Contra LOW is Intense fun, the kind Contra fans crave, and a w or- 
Ithy sequel. The 3D goggles, by the way, as a novelty, are a cool Iltde bonus as well. I 
buy anything with red/blue goggles, as a rule. 

j Rumor has it the next Contra will be 2D... Whether it is or not, Vm happy to see 
iKonami going back to their roots, honoring both their sports and action traditions. I 
ionly need see the logo to know... power’s cornin’. 
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very once in a while an obscure, no-hype game will rise above the sea of PlayStation medi- 
r ^ i. At first glance (and indeed for the first few minutes 
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t ocrity. S/arw/nder is one such game. At first glance (and indeed for the first few minutes 
of play) Starwinder appears to be intensely boring: You’re basically on tracks inside tun¬ 
nels, viewing the same scenery over and over. After you clear the first planet, however, the | 
game completely changes: No longer are you confined to tunnels, and the racing takes on a ,/ 
hectic, breakneck pace that can be compared, in terms of speed and excitement, to Wipeout / 
XL. vj 

According to Mindscape, they’ve tried to place a heavy emphasis on storyline, and indeed § 
the prologue reads like something out of a Frederick Pohl novel: As Earthmen and other infer- " 
stellar races expand into space, they have discovered gigantic, twisting rails hanging in the / 
cosmos. Whether they were left by some long-forgotten alien race is unknown, but what the « ' 
citizens of the galaxy do know is that spaceships travel faster when they come in contact with /ZT 
the glowing rails in the center of these tracks. With their true use unclear, people begin to pM 
use them as racetracks. As Earth’s first competitor in these races, Connor Rhodes, your ' - ~ 
ambition is to prove the power of Earth and make it to the final track... at Epsilon Indi. ji. 

Once out of the initial tunnelage, the tracks (an incredible amount; over 35) become 
much more detailed, from craggy half-circles to winding, looping tubes flanked by obser- | 
vation towers and polygonal asteroids. Because of the amount of tracks, the game is not i 
as detailed as, say. Ridge Racer Revoiution, but it moves at 60 Ips and you NEVER see pix- J 
els. Also impressive are the beautiful explosions and the superdetailed, imaginative ' 
enemy craft. 

The gameplay is simple, but innovative: You’re on tracks that have a pulsating red light < 
running down the middle of them. Stay near it, and you’ll go faster, stray from it and vou 

clniii rlmiin Thn Ai.: _ a _ • . ... . 
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an extensive arsenal of weaponry. There are four different armaments (Including the basic shot), as well as mines and wai 
icons. Your guns are necessary, too: You’re constantly beset by drone racers whose only directive Is to hinder you. 

As I said before, the graphics are not high-detail but they’re very smooth and, well, cleanerihan most of the recent PlayStatlc 
fare. Pixellization is a non-issue, even when the gorgeous explosions are full-screen, and break-up Is hardiv ever seen Th 
IS to be expected with tracks as basic as 
these, but it’s a welcome sight nonethe¬ 
less. No failings in the sound category, 
either - it’s full of booming classical tunes 
and trademark deep-space sound effects, 
effectively fleshing out the “space opera” 
feel of SW. 

I wholeheartedly recommend Starwinder 
to any and all PlayStation fans who want 
more of that MZ/peo///actlon/shooting feel. 

I Though basic at times (especially near 
I the beginning), its excellent play con- 
E trol and amusing bounty of FMV 
K sequences will keep you riveted. 

K ^^Oon’t let this one pass you by 
without giving it a chance! 
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SEPULTURA • SISTER MACHINE GUN • GOD LIVES UNDERWATER 
BABYLON ZOO • KILLING JOKE • JUNO REACTOR • CRAWLSPACE 
PSYKOSONIK • GUDRUN GUT • CHEMLAB • THE CRYSTAL METHOD 
ALIEN FACTORY • CUBANATE • LOADED • G//Z/R 


AVAILABLE AT RECORD STORES EVERYWHERE OR CONTACT:TVT SOUNDTRAX, 23 EAST 4TH STREET, NEW YORK, NY 10003 

TEL 212.979.6410 FAX 212.979.6489 www.tvtrecords.com 

PHOTOGRAPHY O 1995 NEW LINE PRODUCTIONS, INC. MORTAL KOMBAT R; and the DRAGON DESIGN arc registered trademarks of Midway Manufacturing Company. Used under license. 
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Drop the crystal 
in an opponenf s 
reactor to drain 
his Kill-Clock. 


Kicking these 
rotates the 
chamber 
degrees. 


Hi-Jumpsi 
Crystal Bombsi 
Hercuriesi Hag 
Boots & more. 


Your opponent is time... 
Because when your clock hits zero 
youVe cooked. 


Your goal is survival... 

In this multiplayer deathmatch 
ifs every man for himself. 


Your arena is a rotating chamber 
Turn it left. Turn it right. 
Turn the wall into a floor. 


The 3-D Rotatable Deathmatch 


Drop it in \ 


your reactor 


to increase 


your time. 
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The game that will vault 
Crystal Dynamics into the upper echelon 


^ ^ ' of 32-bit platform gaming has 

1*. ^ . : ' . ' found a home with none other than 

i ' Electronic Arts, who will publish 

^ ^ , > Pandemonium, it's a strange world we 

live In. Shown here 100%complete, 

- Pandemonium has gained much in the 

'' final tweaking stages and has become, as 

we thought it would, a force to be reckoned with. With Crash and now Pandemonium entering the Sony line-up 


with MegaMan, and Castlevania close behind, the PlayStation is fast becoming the do-everything platform. 

With the action/platform void filled, the PS now truly has something for everybody... and 


things are just getting started. As you can plainly see. Pandemonium looks amazing, 
but thankfully it’s not just so much window dressing. The gameplay, depth, story, and 
soundtrack are all of the utmost quality. This is a sequel-worthy platformer if there 
ever was one. The gameplay, for the most part, is pure right-and-left platforming, 
broken up only by the humongous bosses which are played out in a circular arena. 
As Nikki or Fargus, your job is to rid the kingdom of Yungo, the monster Nikki 
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unleashed whilst her and 

Fargus were having fun □□□ ©42 

with a book of spells in ? ** , \ 

the castle tower, A map • ' ' ' 

in the book shows the pair ^ 

(whom you can choose to . 

play at the beginning of 
each level) the path to the \^-Tf 
Wishing Engine, where a p,' ' ^ 

wish can be cast to rid the 

land of the hideous beast. Of course, a variety of ene¬ 
mies and obstacles stand in their way. Dopey goons, 
mushroom monsters, dragonflies, spiders, and rep- 




tiles inhabit like areas and each have their own ’ 
unique form of attack. Besides bouncing on them, 
three different spells are available to send 
them to their doom. Picking up treasure 
along the way (like Sonic’s rings, or 
Mario’s coins) is highly recommended. 200 
pieces earns you a one-up and a high over¬ 
all percentage a trip to the colorful bonus 
round. Adding even more madness to the fray, 
walk through a magical gate and you’re trans- 
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formed into either a turtle, 
QQcxi ^ ©63 ' rhino, or frog. Completing 

' “ ° stages takes on a whole 

new meaning as you scur- 
• 5 ^. . ' ry alon9 9^ 9ny of these. 

" Pandemonium’s 3 boss- 

J ;' es may seem slight in 

5 number, but they make up 

for it in size. They are BIG 
and require a bit of think- 
' ing to defeat. Each is constructed of a mass quantity of 
polygons, complete with gouraud shading and ample 
k light sourcing. The whole game in fact is masterfully 
' lit. You'll see some colors in this game along with 
Q some lighting that sets new standards. Graphically 
” Pandemonium is a force to be reckoned with. 
Renaissance music fills the air as dopey, brainless mon¬ 
sters utter "Duh-duh," Of course the camera and 3D 
' engine in Pandemonium are the crowning jewel, but 
' you know that as I’ve spoken of both in previous 
issues. The important thing here is that the entire 
: game is worthy of such a splendid engine. The version 
, sent to me for review allowed access to twelve levels 
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and the first two bosses. 1 suppose EA didn’t want us to show the end, as it should be. 1 began, rocketing through 
the first half dozen, thinking the game was too easy, but it does get progressively more difficult. By the 8th stage 
things begin to get pleasingly difficult, especially if you attempt to reach the game’s many secret areas rather 
than racing through on the easiest path. Overall, intermediate gamers should find Pandemonium a handful, pro: 
will race through and then go back for more, and beginners will be heavily challenged, a good balance overall. 
The bottom line is that everyone will love it. 
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OVER 50 AUTHENTIC PRO-WRESTLING MOVES. 

12 WRESTLERS FROM AROUND THE WORLD. 
REAL-MOTION 3-D ACTION FROM MULTIPLE ANGLES. 



THE ROUNDHOUSE KICK THE OUT-OF-RING BACKBREAKER THE TURN-BUCKLE TAKE DOWN 



“QUITE EASIIV, THE BEST WRESTLING GAME EVER!” - GAMEFAN 


AdiVisiOH. 



BASED ON JAPAN’S #1 WRESTLING GAME, TOUKON RETSUDEN. 

Activision is a registered trademark and Power Move Pro Wrestling is a trademark of Activision. Inc. © 1996 Activision, Inc. All rights reserved. Power Move Pro Wrestling is based on Toukon Retsuden by Tomy Company, Ltd. 
Used by Activision under license. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and PlayStation Logos are trademarks of Sony Computer Entertainment, Inc. 

http://WWW.ACTIVISION.COM 
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S lngletrac, the talented developers responsible for Warhawk and Twisted 
Metal, first dispiayed their new racer, Jet Mote, at the E3 in Los Angeies this' 
past May. At that time, much iike Nintendo’s E3 WaveRace demo, ail one could 
fathom by playing it was that the games physics were going to be the main 
k attraction. What we did not know about either game was what the designers 
k would surround all this brilliant gameplay with. How does one make an HjO 
racer live up to the high standards set by games like Wipeout and Ridge 
ffacer? After all, water is a whole different animal, and in Jet Molds case, 
water Is only half the story. These craft work on dry land too, making 
Jet somewhat of a cross between WaveRace and Wipeout. That said. 
I'm sure I've piqued your interest - Slngletrac are hot developers and 
both aforementioned games thoroughly rock. Well, my fellow racers, 
so win this one. Jet does both environments complete justice. 
From the high seas in Da' Kine Run to the smooth reflective 
glass in Riackwater Falls your liquid refreshment is a real 
thirst quencher, with realistic physics and wide-open course 
design. The gameplay's equally delightful when you hit the dirt. 


THESE CIRLS MEAN 
BUSINESS! 
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sand, or ice. The polygonal environments feature detailed texture j a/ 
maps and from the get go are as vast and twisting as any race fan 
could hope for. Course design at this point (3 tracks were available Jj i 
for preview) is right on Trac. Suicide Swamp, a vast marsh, features 
a wide open canyon laced with rotted stumps, tall trees, and no lanes! 
ft's a mad scramble demolition style! Quite a stretch from the wide open 
abyss of Da'Kine Run, an oceanic cruise capitalized by a partially submerged 
freeway, an ancient relic from a huge quake. Adding sheen to this polished 
racer are the characters and the soundtrack, both of which are going in a 
unique direction. The riders are all women, no... babes! Hot curvy blondes 
and brunettes, from surfers to cowgirls... sign me up! The music is a mosh of 
rugged surf tunes (in the Dick Dale tradition) backwoods hick, and other genre* 
specific melodies depending on where you're racing. Futuristic levels will like¬ 
ly harness techno and so on. Its all redbook and of the utmost quality. Jet 
also accommodates two players via a very efficient split screen mode. Any 
loss of frame rate or slow down of course cannot be commented on until a 
review version arrives. Look to the January GameFan for an update or perhaps 

even a review, and uh, bring a wetsuit. ES 
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ncc in a while, a new type of video game appears 
I to carve a respectable niche for itself in unfamil¬ 
iar territory; Artdink is perhaps the finest pur¬ 
veyor of these pioneering titles (with Aquanaut’s 
Holiday and Tail of the Sun rating as some of the most 
innovative), but now Teemo have wisely decided to 
release Deception, a wholly unique and totally absorb¬ 
ing new type of dungeon adventure. While other soft¬ 
ware companies try their hand at those inevitable Doom 
clones, or furnish us with a barrage of second-rate 3D 
polygon fighters, Teemo has been hard at work creating 
an all-new masterpiece. The result is an enthralling 
and fiendishly addictive new slant on the ‘dungeon 
hack.’ Enter the world of Deception, where the creation 
of traps wins the day, evil demons are summoned and 
your foes’ destruction is all that you crave. 

The plot synopsis is suitably enchanting: In the past, a 
great nation known as Vangeria was host to a great multitude of prosperous 
magicians, while the rest of the population lived in squalor. These non-magic 
users rebelled against the powerful wizards, and a 500-year war began, splitting 
the country down the middle into Zeinekia (a magical nation) and the Angelio 

SLT TRAPS TO KILL YOUR TX'L'MIL'SP 
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Empire. An uneasy peace was finally established until, you. the player (and 
the heir to the throne of Zemekia) managed to get yourself falsely accused of 
your father’s own murder! This situation worsened immeasurably when you 
were hunted down, caught and lead to the chopping block. You uttered a plea 
for vengeance as the executioner raised his rusty battle-ax, and a strange 
noise was heard throughout the heavens. The entire area was scorched with 

CRT.ATT M0\’ST}:RS TROM TUT TLi:SII OT YOUR TOTS 


magical fire and your 
body was winked out 
of existence in a bril- 
liant flash. You appear 
in the Castle of the 
Damned with but one 
conviction; to exact a 
terrible revenge on your brother and all those who thought you 
guilty. The Devil must be summoned and resurrected, all the 
inhabitants of the castle must have their souls sucked, and the 
Six Legendary Treasures must be obtained! “Rise Demon, rise 
from the ether!’’ ^ 






( This atmosphere of brooding 
enace is admirably translated 
ito the game itself. Your hero 
ust progress through 27 differ- 
it 3D polygon-packed levels 
lach taking place inside a 
jrawling multi-level castle 
)mplex), attacking various 
isailants who wish your 
destruction. However, there’s no 
sword-swinging or hand-to-hand 
combat here; the main innova¬ 
tion is that your character must 
lay huge and deadly traps to kill 
all those who stand in your way. 
After a superbly straightforward 
explanation of how to lure your 
foe (and then dispatch them), 
the adventure begins in 
earnest; time to stalk 
through your fortress 
Doom-style, but this time 
with a vast array of cages, 
giant balls and pits at your j 
fingertips! 

You may think that 
Deception is of the Hexen 
ilk. but although the 
action takes place in a 
convincing 3D environ¬ 
ment, this is actually an 
awesome action/strate¬ 
gy that just oozes fun 
and playability. First, 
view your multi-lev^el 
castle on your map. 
pinpoint your victim , 
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(these range from 
knights, mercenaries, mer¬ 
chants and pilgrims 
through to cloth dolls, 
magicians and even aliens 
- no one is to be spared!) 
and set your trap. This 
could be a pit with spikes 
beneath, a giant metal foot 
than squashes the enemy (a 
ython) or any number of other 
(and fiendishly designed) 
traps. You have no weapons; only your 
creations and nimble feet. 

Once the traps are laid, you dash 
madly about the castle, coaxing your vic¬ 
tims forward and hoping they blunder 
into a snare and fall at your 
scheming hands. After run- 4 
ning into a number of traps, 
your enemy’s life-force becomes spent, and providing you’ve 
lured them onto a correct trap, your victim’s soul can be ^ ^ 

removed and used for a number of diabolic deeds; to increase ^ 
your gold, magic points or used for monster construction!! I 
JYes,/only in this game can you take parts from different 
enemies and summon a werewolf, golem or red dragon to 
aid you in future battles (these fearsome beasts stay with f " 
you and even gain experience!). The levels increase in ^ 

difficulty, the plot twists and turns and familiar charac- ^ 

ters return to haunt you (your actions also effect the end- 
ings; there are six different ones to find!). This is certain- / 
ly an enthralling journey which just gets even more enter- / 1.' 

taining the further you progress. £ A 

Teemo has succeeded in creating a new genre, a refresh- K W' 
ing combat/strategy game in one fell swoop. 1 cannot g 
praise this game enough; you play a deviously nasty Jg 
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I want ^to make my 
dreams'^.^ome true! 
Why don‘/t.^^ 9 u let 
me take your place? 


character who kills without 
remorse in an attempt to sum¬ 
mon the Devil! Yeah, that’s for 
me (although I’ll not be chalk¬ 
ing out pentagrams and sacrific¬ 
ing chickens just yet); but this is 
much more; good use of textured 
polygons, a formidable quest, 
different endings and loads of 
different killing devices. 
Refreshingly addictive. CH 
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D ifferent is the only way to describe Dare Devil Derby 3D. On a 
system all but plagued with racing games, they have to be either 
fantastically good, or original enough to succeed. Luckily, Dare 
Devil Derb^s looking to be both of these. 

The first thing you'll notice about the game is its cartoon-based feel 
and characters. With the previous games in the series based on toys 
(Micro Machines), it s easy to see v.'hy. If not handled correctly, the 
whole cartoon thing can be really lame, but developers Supersonic are 
old hands at taking inane concepts and crafting awesome racers with 
them. The gameplay is simple... come in first, or in the knock-down 
competition, be the last one still on the road. What isn’t simple is the 
perspective of the action, an isometric 3 4 view rarely seen on 32-bit. 
This unique viewpoint does not come without problems, however: 

Since you can’t see very far in front of you. you must make your way 
through the charming locales carefully. As much as you want to go 
veering about, you just can't, or you’ll fall off the road. Also a prob¬ 
lem is multi-player mode, in which any car that falls off the screen 
loses the lap entirely. These are small complaints when weighed 
against the sheer fun of the game, which stems mostly from The envi¬ 
ronments: In what other game can you race In a haunted house or be 
swallowed by a giant whale and blown out of its breathing hole? 

The graphics are positively stunning, built entirely of polygons, 
though this may not be totally evident by looking at still screens, and 
meticulously detailed. Whether you’re flying above farmland in a Zep¬ 
pelin. skimming across the surface of the water in a boat or just rac¬ 
ing. the feeling of really being in a cartoon world (er. if there is such a 
thing) has been represented perfectly here. The graphic engine is so 
amazing that it will zoom WAAY out if you enter a tunnel or to rise 
above a particularly high piece of scenery, such as a tower. In the 
incomplete version we used for this preview, however, the music just 
didn't fit a driving game, even one as haopy as this. It was too airy 
and instrumental to race to. but this mav chanoe. 


IGRAIMD PRIX 


PlayStation 




WORLD SERIE. 


NICK ROX 

;VACKY RACERS MEETS 
MICRO MACHINES! 









jI 





1 V . ^ 

mtm . .jm 




1 






L: 













-1 









0 ^. 


FOR SEGA SATURN'"' AND SONY PLAYSTATION 


missions two CD-ROM. 


—^ 

0 a 

! PlayStation r 

















PlayStation 


s you moi/ be able to tell, I've been plouiing 
through those 3D corridor shoot-Fests over the 
lost couple 


of months (yeah, the Hombleton 
Doom Deothmotch prouiess is unrivaled!), and with 
the arrival of Disrupter I had another chance to 
enjoy spectacular slaughter in the comfort of my 
own hovel. Hey, any game that can tear me away 
from Turok has to be pretty specie 


I, and Disrupter 
has a number of really cool features that make it 
stand out as a great title. I'll resist the temptation to wade in and 
compare this to every other 3D shooting game, because the develop- | ^ , 

ing folk over at Universal interactive Studios have spent a load of " - 

time incorporating some unique features to add to the whole experi- 

cnce. Some of these additions work, and one fails miserably. Let's * 

have o look at them, shall we? 

There's 13 action-packed levels crammed into Disrupter. Thirteen 
may not sound like that many, but believe me, they're huge and full ^ 

of ingenious puzzles and crammed with a load of alien beasts, mutant . i S.- 

experimentation and power-armored soldiers with the latest in galac- ^ ^ ITT 

tic weaponry. Sound like fun? Vou betcha, plus these enemies are ^ 

intelligent, attack diligently and sometimes swamp your character 

(I've counted at least 20 attacking simultaneously!). If it’s a full-on gunning extravogonza you're after, 
you're in for a treat here! These enemies also have the added bonus of being super-detoiled, and 
although still two-dimensional, they don't pixellate that badly when up close and personal. 

Those levels I mentioned earlier are also totally different; from the ice and snow of the 
Antarctica Lab to the downright odd Dream Sequence, every zone has separate scenery, puzzles, 

mission objectives and sometimes unique ene- 
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Surrounded by 
evil? Protect 
yourself effective¬ 
ly with this glow¬ 
ing green shield. 
UJotch out, it lasts 
but Q moment! 



Vour foes have 
brains... for 
now. Launch 
this ball of 
energy and 
watch their 
heads fry! 



Low on health? 
Ferocious alien 
scum to gun 
down? Activote 
this and you'll 
receive some 
ethereal energy! 


Perhaps most use¬ 
ful power; build 
your psi-points by 
launching these 
bolts at the 
enemy and collect 
their power! 

That Star 
Trooper get¬ 
ting too close 
for comfort? 

Then zap him 
back with this 
psychic prod! 



Excerpts from the Hombleton Files 




mies to face. Let's put it this way; you aren't 
gonna finish playing Disrupter for a while, and 
you'll see something totally different on each 
level! Also, while I'm in my complimentary 
mode, I must mention the atmospheric music 
which is cool enough, but actually changes to a 
more dramatic overture when you engage your 
foes in combat (much like the music in Magic 
Carpet, except a lot less Arabian). This adds 
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that little extra feeling of fear uuhen 
you're stalking some inhuman creature 
doiun a corridor and an alien SUJRT 
teom steps in to ambush you! Finally, 
Disrupter also tries something new 
regarding weapons. Sure, you've got 
all your run-of-the-mill phasers, chain- 
guns and BFG look-alikes, but your 
character also has psychic abilities 
which not only look spectacular but 
add to the strategy ("Do I wipe this 
inhuman deviant out with my plasma 
cannon, or do I fry his brains from the 
inside? Hmmm...") 

"So Disrupter's a cool game with a 
decent challenge and 1 should run out and buy 
it immediately?" ILIell, perhaps, if you reckon 
you can cope with the couple of problems this 
game has. The most hideous of these has to 
be those cut scenes. Vour game introduction 
and connecting narrative between levels is not 
so much poor as brain-numbingly bad. Vep, 
this FMV full of second-rote acting from third- 
rote thespians' fails to gel the storyline 
together and completely destroys the atmos¬ 
phere created by the actual game itself. I was 
biting my knuckles down to the bone with frus¬ 
trated emborrossment os I watched my all- 
flmerican hero buddy talk' his way through my game, walking through cardboard 
sets before being coptured by a Dick Jones look-alike who attempted torture with 
a robotic egg whisk. No I'm sorry, FMV 
with actors is bad enough already 
without thi% Mickey Mouse attempt. If 
you can't dO|i|^«iell, then don't do it at 
all. Okay, Tm calm now. 

The second problem isn't quite as 
pronounced, but still warrants attention 
and can badly detract from the game- 
play. Say you're jogging down a pas¬ 
sageway, swerve around a corner and 
face up to six alien scum, ripe for the 
culling. In theory, you'd unload all your 
mini-gun shots and then change 
weapons, wouldn't you? UJell, in prac¬ 
tice you use your mini-gun ammunition 


up and then wait in paralyzed panic as 
your character fumbles about in a con¬ 
fused frenzy. Ves, this game loads in 
every weapon (the load time varying 
from one to five seconds depending on 
the situation). Note thot you're 
weaponless the entire time; the perfect 
opportunity for those monsters to mince 
you. I've been tearing my hair out, 
shouting "fill I need is to change 
weapons!! That's not so hard is it? I 
need my Plasma Cannon NOUJ!! Oops, 
I've been gnawed to pieces." This isn't 
so much unfair as damn annoying, and 
something the programmers should def¬ 
initely have picked up on. 

These two problems (along with a lack of a 
two player mode, not enough gore and a few 
unremarkable monsters) are the hindrances to 
an otherwise absorbing tromp into a future 
world of terror. I may have concentrated on 
the negative points, but believe me, once you 
skip those cut-scenes, this becomes on obsorb- 
ing 3D corridor game to rival even the greot 
Deem itself. Cope with the FMV and you're 
onto a winner here. CH 
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The senrri and 
outomotic arc •' 
the basic 
ujcapons for / 
your character. 
UUatch out; you'll 
run out of ammo 
in no time! 




Seen in all the 
finest sci-fi 
movies, this 
lightly burns 
your enemies, 
but tokes a cou¬ 
ple of shots to 
fry them... 

n pouierful 
loser, this rips 
through foes 
with three shots 
per firing, 
match for the 
green and fire 
variations! 

Instead of balls 
of plasma, 
ready yourself 
for bolts of blue 
death. This cuts 
swathes through 
any enemy! 

mant even 
more galactic 
carnage? Then 
try one of these 
out; a rapid fir¬ 
ing plasma-bolt 
cannon! 

This extremely 
deadly weapon 
has a huge area 
of effect (watch 
yourself), and 
those metal 
balls just keep 
on homing in! 

One word: 3FG. 
This clears out 
hordes of aliens 
in seconds! 

Tl^is piece of 
ordinance has 
one shot, turn¬ 
ing you into a 
walking flame¬ 
thrower. Stride 
forward and 
burn everyone! 
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Welcome to Blood Omen: Legacy of Kam™ 
Wketker you ckoose tke form of vampire, wolf, 
kat, or mist, tke searck for and annikilation of 
tkose wko damned you is your only purpose. 



So cool you won't want to play 
it alone m tlie dark. ' 


...this IS the largest game 
world I've ever seen in an 
adventure console game. 

—PSExtreme 

'The most ambitious adventure 
game ever created awaits. 

—GameFan 
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E A s Strike series {Desert. Jungle and Urban) are 
now looked back upon as classics of the 16-bit 
gaming era. On top of their amazing isometric 
visuals, the Strikes\Nere among a handful of 
shoot-'em-ups to successfully incorporate an 
element of strategy into the blasting. 

Even though they were all essentially ’ '■ 

shoot- em-ups. just flying around 
mindlessly blowing the hell 
out of stuff wouldn’t get 


you very far. 

You actually had 


cs, 

V 






to Stop and think 
about the best way to 
approach your various mis¬ 
sion objectives. Of course, this 
wasn't to everyone's liking, but 
depending on where you stood, the Strike 
trilogy's strategy was either Its best or worst aspect. 

Fast forward to 1996 and EA has just released 
the latest in the Strike series: Soviet Strike. 

We ve got FMV, we’ve got polygon graphics, 
we've got CD sound and a free-roving cam¬ 
era angle, but the name of the game is 
still the same... Strikel If you’ve ever 
played a Strike game you’ll know what 
to expect: fly your Apache chopper 
around a height-mapped top-down 
landscape, fulfilling mission objec¬ 
tives and abusing the enemy with the 
kind of hi-tech weaponry that really 
shouldn't be legal. Sound familiar? 

Well, it is. In fact, with a few excep- ’• • * 

tions. the basic gameplay is almost identical to previous Strike games. 

Hey, if it ain’t broke, don't fix it! 

The story is familiar: you play an elite chopper pilot who works for a covert operations squad posted in 
Eastern Europe. You’re an Invisible' weapon, part of a lethal strike team called in to stop wars before they 
happen' and make sure the cold war stays in the fridge. The Strike games have always contained a strong 
story element, but this time EA has really gone to town, with high quality FMV sequences straight out of 
Mission Impossible. While these may not make the game play any better, they certainly contribute towards 
creating a legitimate sense of immersion, like being in your own action/espionage film. What’s more, this 
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sense of theatricality has been carried over into the actual game environment. For example, on the first level you receive a tele-message 
from your co-pilot that he's caught in a P.O.W. camp and is about to be shot. Get there in time and you'll actually see him being 
marched to the firing squad by two enemy troops! Save him, and later on you can drop him off next to a Snow Plow which he uses to 
bulldoze through an enemy encampment. This adds a lot of replay value to the game, as you can complete levels without even 
seeing half of the specially planned events that go on around you. 

The enemy Al has also been improved. Tanks and soldiers act much more intelligently than in previous Strike games, not to men- 
iion realistically. I was amazed the first time I shot at a building only to see its occupant come running out, get in a truck and drive 
off down the road before swerving and crashing! 

The graphics are first-rate. EA has made a big noise about their CD-sourced, texture-mapped terrain, and with good reason - It 
looks amazing! Also, all of the objects (vehicles, buildings, etc.) have been fully modeled as 3D polygon objects, and to show this off 
there is a new chase’ camera mode that actually moves the landscape around your chopper (the classic’ isometric camera mode is 
optional). The light sourced debris-ridden explosions are also very impressive. 

Unfortunately, there Is a downside to this graphical overload: the frame-rate. The basic frame-rate is quite jerky, and when 
there’s a lot going on, the frame rate drops right down to a crawl. You do kinda get used to it, but it effects the gameplay nonethe¬ 
less. The sound is also a mixed bag, with nice interactive music but muffled effects. The explosions and gunfire just aren’t sharp enough for 
my liking. I do love the humorous speech of the enemy soldiers, though: “Ha ha ha, not close...urgh!’’ or “First aid! Second aid! 

^ The gameplay Is classic Strike - a perfect balance of strategy and action. Everything you learned from the 16-bit Strike games will help you 





lere: avoid alert zones, destroy buildings for bonuses, stay clear of the more powerful enemy, rescue POWs and MIAs to replenish your armor, and 
)low the living crap out of everything from cattle to castles. Even though there are only five levels (Crimea, Black Sea, Caspian, Dracula and 
(remlin) their size and complexity guarantees that this is one game you won’t be finishing in a hurry. 

Unfortunately, the same flaws that applied to all the other Strike games apply here. It can take you over an hour to finish a level, and if you die 

t’s back to the beginning, meaning you have to replay the same missions all over again. This would be fine if you didn’t die that often, but Soviet 

Strike is the most difficult Strike game yet. Enemy fire can rip you to shreds in a second, and because most enemies have,an attack range 
3 igger than the screen (and there’s no on-screen radar) it’s hard to see it coming. What’s more, the only way you can replenish 
/our armor is to rescue MIAs (rare) or find an armor refill crate (even rarer). The game gets too difficult too quick¬ 
ly, and while veteran Strikers may appreciate the challenge, newcomers may find it a bit frustrating. 

Other than that, Soviet Strike is everything you could wish for from a 32bit Strike. It 
looks incredible, sounds good, plays brilliantly, and exercises both your 
[rigger finger and gray matter. But if you find yourself pulling 
/our hair out after a few hours’ play, don’t say I 
didn’t warn you... K 


77 





B lake Hunter is Earth Command Defense Force’s 
top agent and ace martial artist. He’s also the 
star of ASC’s most ambitious game to date - 
Perfect Weapon. Transported into a strange dimen¬ 
sion for unknown reasons, Hunter must fight through 
five unique lands, mixing adventure and fighting ele¬ 
ments together, to find his destiny. 

Perfect Weapon is a polygonal, pre-rendered adventure ^ 
game. Most games like this {Resident Evil, Alone in the Dark, etc.) , 
show you one pre-rendered background, then load in another one 

once you’ve reached the limits of the first, and so on. Perfect Weapon, however, has anoth- ^ 
er background ready for you instantly. You’ll even get up to four views of the same spot, right 
away, just by walking into a different part of the background (see box, top of facing page) 
Gamers rejoice! PW has over 1300 of these gorgeous rendered backgrounds, and the level; 
only ever need to load once! 

How do all these views and backgrounds mix with the gameplay? Weil, let’s say you’re mo'igi 
ing your character across a dangerous ice bridge in the first level (or “Moon” as they’re called 
in PW). The current background, as far as you can see, ends at a point where you’ve gotta junjtp 
across a pit to another platform. On your way, the view wiii change to beside you, behind you 
and finally to an ideal view that iets you judge where and when to jump. Simiiarly, across th 
next four Moons (Garden, Forest, Desert, and Proteus), ideal views have beeL 
set-up throughout the different backgrounds to help the player see as much as 
possible. The incredible number of views and backgrounds compliment th^ 
huge environments of each Moon. The Forest Moon, for example, starts you ofi 
on the ground, and finally reaches its climax high atop the branches witb 
^ in a giant network of treehouses. 

The gameplay consists of two modes: Exploration and Combat 
Exploration is just the mode you’re using to walk around, so you can on. 
jump and run using R1 and double tapping up, respectively. When you’ 

attacked. Combat mode kicks in, and Le 
and Right punches and kicks are possibly 
with the controiler buttons. At any time yot 
can check out your map and use items, b^ 
combat will continue (so watch yourself!). ThI 


















fighting has been mod- ||||||||||||| 
eled after Tekken 2, with 
^^biilar button sequences for com¬ 
bos (by combining your punches, 
kicks etc.), throws and counters, 
and various crouching and jump¬ 
ing attacks (almost 100 moves 
total). Practice your fighting, 
’cause every Moon has restless 
natives, each with their own 
fighting style, and they’re more m 
than willing to gang up on j 
you. For example, the 
Monks of the oriental J||H| 
Garden Moon will attack JJv 
with Shaolin Kung Fu |L 

techniques (quick 
punches, reflexive 
kicks, even tele- 
ports!), while the 
war-prone Panthera 
of the Forest Moon 
attack using primal, lightning fast 
Capoeira. Fighting takes center 
stage in most levels, but with 
Transmitters (to disable barriers). 
Health increases. Keys, Armor, and 
half a dozen more health and com¬ 
bat-related items, you’ll still find 
time to search the vast levels for 
secrets and power-ups. 

Every character is motion-cap¬ 
tured, beautifully animated, and 
light sourced. And thanks to ASC’s 


Behavioral Artificial Intelligence 
system, the enemies have haunt- v 
ingly realistic movement and reac- ^ 
tions. Through imaginative? 
design, glorious artwork, and nFIfflEM 
ambient music, the Moons exude ||LlllLlf 
an almost palpable atmosphere ■ ■ ■■■■:. „ 
and character - keeping you 
^ enthralled and anxious as you 
V play. 1 guess it’s the combi- 
nation of so much cool art- 
^■1^ work, all cornin’ at you 

once, that makes each 
J ' jjk and every level so 

deep and satisfying. | DEVELOPER - ASC 

I’m the type of per- 

son who plays any I PUBLISHER ■ A SC _ 

game that comes irnniiAT pn' 
IplW Slong If it-a good. 

And I’m playing PLAYERS • 1 

Perfect Weapon and liking it a lot. .. " . 

Sure, I can appreciate it for boldly DIEFICU LTY ~ ADVAH^^ 


ing great graphics, and not load-c 
ing (deep breath), but I’m playing 
it ’cause it’s fun. There’s a lot of 
really good gameplay, rock solid 
play-mechanics, and it’s long (the 
longest pre-rendered adventure 
game of this type). Just get your 
hands on a copy and enjoy. G 


3 DIFFERENT VIEWS IN AS MANY STEPSHl 


(TWELVE STEPS^ ACTUALLY, BUT YOU GET THE POIiNiT!!)i 


CVeW£€!? OF THE C7£Sei?7 fr»00«, A«J7 
mSTEfi OF f^0KK£^ Fti 
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In the near hiture, mankind has conquered dimensional travel but 
the door we have opened swings both ways. The peaceful city you 
have grown up in has become a haven for dark creatures from 
another world— Demons! Nott’ it’s up to you and your friends to 
harness the hidden potver tvithin you by entering the fantasy 


You awaken with incredible abilities that you will need to defeat 
the scores of Demon invaders and cleanse the land ot their forces 
Converse with them before doing battle to determine your best 
course of action. Fight them or enlist their aid in your mission. 
Either w^av, vou are set for the fantasv adt'enture of a lifetime! 


Based on the ultra-popular, mega-hit, Megami 
Tensei series: first time to hit US shores 

100-1- hours ofipxilse pounding gameplay 

0\’er 300 different monsters to do b^tle with 

Morph any member of your party into a 
more powerful source known as “Persona” 

Fight your way to one ot many endings^gi^^ 


Use your "Persona’ 
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CHIEF HAMBLETON 
You’re twistin’ my 
melons, man! 


Enenitcs: 4 


the future the situation is even more grim... this is 
the world of Twisted Metal 2, where only the most 
insane and bloodthirsty drivers survive. You’ve 
gotta tool up with your motor of choice, fake to a 
number of arenas and gun down up to six other 
opponents, just like in the first game. Are you ready 
for more car carnage in some seriously dangerous 
texture-mapped polygon zones? 

Twisted Metal 2 \s almost here; we secured a 70% complete copy for our perusal, and 
after some serious car combat, I can tell you that same adrenaline rush of hammering 
away at a fleeing vehicle is still there... except this time there’s so much more of every¬ 
thing. This is Twisted Metal 2, baby, and the combat zones are much more extensive; 
you’ve got the whole planet to choose from! Yep, they’ve gone one better and 
incorporated a load of new venues throughouf fbe world; so now your ramming 
and destruction can take place in a concrete bowl just outside _ iSjW 
Moscow, a field in Holland (complete with collapsing windmills!) and 
even along the rooftops of New York at night (watch your acceler- ' 
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T he Psygnosis gaining gods are back!! PlayStation owners craving 
futuristic sled carnage (that would be most of us, wouldn’t it?) 
have no need to fear, for some of the UK’s finest developers are 
back with the sequel to the biggest sleeper hit of last year. But how do 
you improve on a game with already sleek looks, great gameplay and 
an incredible sensation of speed? You make it bigger, faster, brighter 
and even more fun to play; that’s what you do! A fine premise, but has 
it worked? 

For the vast majority of the gameplay, the answer is a resounding 


I " yes! Anyone even remotely 

i : concerned with this title 
should already have checked 
: out our expansive preview 
ii^past issue, and with further 
^ I playing, 1 can safety state that 
m Wipeout XL is the fastest 
racer on any console plat-i 
form. A pretty sweeping 
;y statement, but when you’ve 
clambered down from your 
T- prototype Chinese sled. 


THRLfl 


wwwv 

EnEHGV 


I brow and palms and 

ijosos 50 3;;"^ ’ engaged Piranha mode, 

£^n.a you’ll soon understand why 

k/ . this statement rings true. 

This may start off as a slower 
but prettier version of the original, but once you’ve mas¬ 
tered the arts of the different difficulty levels (each 
revealing more hidden tracks), you’ll soon be violently 
twisting your spasming craft around the fiendish cours¬ 
es in a frenzy of joypad wrestling. Then of course, when 


THRU! 


the secret Chinese craft is revealed (think; Devil 
Car without wheels and on steroids), you’ll 
actually fear the speed of the game... 

Gameplay is exactly the same as the original 
(i.e. zip around the course three times, 
trouncing your foes with a barrage of hi-tech 
weaponry), but a couple of refinements make 
this much easier and a lot more playable this 
time around. The most impor- 


CHIEF HAMBLETON 

THE JUMPING FLASH 
OF RACING GAMES; 
AWESOME TO PLAY, 
BUT OVER IN 
TWO DAYS... 
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playtesters in the future 


"vliROS.c:! ’ ended... after two days of play. We then phoned Psygnosis, who were shocked that 

-__ r -J-J we beat the game so quickly, assured us they’d bump up the difficulty level, and 

^ then did nothing about it... 

While you’re playing, you’ll be in heaven, gasping at the jumps and gaping at the scenery, but the whole experience 
was over far too soon. Remember how you took months to complete the first game? Well, those who consider Ihem- 
Iselves racing experts should have this licked in two days, and after the Piranha class and the Chinese super craft there s 
nothing left to do except go head-to-head with another player. A real pity really, because with more tracks (and the 
lability to race them backwards; a glaring oversight), this would have been perfect (and I mean 100% perfect). As it 

stands. Wipeout XL will be remembered as the Jumping Flash! of racing games _ _ __ 

Klooks stunning, but a walkover). Perhaps Psygnosis should have a word with their ^ 
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and some old favorites; but there’s also an autopilot option; where your craft | 
becomes a perfectly steered air machine courtesy of the CPU. This starts off as an y : ,■-' TiJ? 

annoying feature until you realize the whole race can depend on the implementa¬ 
tion of this device. You could be approaching that final impossible bend at warp speed, and simply pressing the autopi¬ 
lot allows your craft to turn impossible turns to speed to victory. Use this wisely and you’ve grasped a large part of the 
gameplay. Forget this feature and you’ll be floundering for weeks. 

The speed and weapons are excellent, the texture maps fantastic (the most impressive so far seen on the Sony 
machine) and the fluidity second-to-none. Add the cream of UK dance bands to this cocktail and you ve got an almost 

perfect racer. All the way through this game 1 was in ecstatic pleasure, grinding my 
I — ^ JT — ’ ■ pelvis to the ’ardcore techno anthems, weaving through tunnels in a mechanical 

f ' futuristic environment and having the time of my life... until the whole experience 
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Don’t 

I feel like quite the fool, 
ranting for hours about 
how Suikoden's 
the only decent 
RPG to come out 
this year, and then 
being handed a copy of 
Persona nary a few minutes later. 

What’s up with that? Has the world 
gone mad? Two RPGs... On the 
SAME system, in the same 
MONTH? Not only is that crazy, it’s 
potentially dangerous! Take me for 
example. The RPG-playing part of 
my brain, emaciated from a year 
long lack of nourishment, is 
currently spasming out of 
controFSh98yfdskf...ERK... Ah. It 
just stopped. Hmm. Apparently I 


TAKUHI 


can no longer see out of my left eye. Ah, whatever. 
Back to Persona. 

Actually, Suikoden and Persona are very different 
games. Persona is the latest chapter of Atius’ cash 
cow Megami Tensei series (to be called the 
Revelations series in the US), a series Namco began 
on the Famicom, that’s spawned (at my estimate) 
some 300,000 different games. At first, they were 
Wizardry clones in a demonic sci-fi setting, but the 
series has been evolving rapidly. This, as well as 
Saturn Devil Summoner, are the latest in this vary intri-s 
cate, very mature series. 

Vastly different from Suikodeds fantasy setting, your 
heroes are nothing more glam- * 
I orous than a restless pack of 2nd 
’ year students at a modern day 
Japanese private school. The 
game’s massive setting is their 
realistically rendered town, and the 
“dungeons” include the school, 
police station, local corporations, 
and the town’s shopping mall. 
Although “devil-summoning” is stilL 
a key element of the plot, this ele¬ 
ment is no where near as strongly 
realized as It was in Devil 
Summoner, defusing that contro¬ 


versy is probably one of the reasons that Atius is 
releasing Persona first. 

MegaTen- sorry. Revelations games are Incredibly 
complex. There are so many elements, options and 
locations In Persona that my few hours of play time ^ " 
have barely scratched the surface. Still, I definitely like,; ^^^ 
what I see. The 3D graphics are slick as always, thp/ 
polygon town (complete with polygon cars obeying-4f 
polygon driving laws) Is especially slick, and the new ' ' 
battle system is very well done. The soundtrack is of 
good quality, and Incredibly varied, and the voceUg 
effects in the battles (especially those from the me* 
sters) are nothing if not memorable. 

More importantly, the storyline is great. I really lik 
Devil Summonefs storyline, but with only 3 major cha 
acters, there wasn’t too much going on in the characJ 
ter building department. Persona sports a much larger 
cast, and the characters all have well-defined and 
enjoyable personalities. 

We’ll be back with much more on Persona in the 
near future, but even at this early stage I can firmly 
say that RPG fans have a second reason to cherish 
their PlayStations. 

Persona bears little resemblance to the RPGs 
we’re used to seeing in the States. The game has 
three distinct perspectives: A free-floating, over¬ 
head polygon town, isometric hand-drawn rooms 
and battles, and hand-drawn first-person 
dungeons, a la Phantasy Star. 

Although Persona's storyline is exceptionally 
well-developed, the game’s main emphasis is firm¬ 
ly rooted in its battle system. The battles might be 
a bit too frequent for some players’ tastes, but the 
amount of options present in the battle system is 
without precedent. 
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Each character can equip both a normal weapon, and a gun 
for long range attacks. In addition to standard block and attack 
options (and a convenient macro that does such things for you), 
you have a couple of other interesting options. One is to use the 
“Persona” magics, a command in which you summon a god-like 
manifestation of your own true inner nature, and use his or her 
powers to attack the enemies or help your party. 

Another new twist Is the “Contact” menu. Although you can no 
longer coerce enemies Into joining your party (which was a major 


part of Devil Summoner), negotiations with them remain an 


important part of the game. Each character in your party has four 
different contact commands, everything from taunting, scolding 
or mocking your foes to seducing them, dancing for them, or 
singing to them. A wise negotiator can use his skills to scare off 
potential enemies, get information from them, and even extort 
items and money from them. A poor negotiator runs the risk of 
making them even more violent. 

In addition to all that, there’s an entire shopping mall filled with 
^tores selling the game’s hundreds of weapons and items, casinos 
"Offering eight cool bonus games, and a mysterious mage who can 
help you learn the game’s vast array of Persona spells, as well 
as create summonable monster hybrids. 

Complex, yes, but definitely worthy of your mental 
energy. RPGs may be coming less frequently, but after 
playing this and Suikoden in one month, it couldn’t 
be more clear that, yes, they’re finally growing 
up... T 
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S tock up on gas, strap in tight 
fuitl make sure you’ve brought 
the spare, ’cuz ASC is set to 
bring you the roughest, toughest, 
downright dirtiest racing ex|)eri- 
ence ever! Some driving games, like 
f/, are made as simulators - 
attempts to accurately recreate the 
sensation and physics of driving in 
an electronic medium. Others, like 
Destruction Derby, are made just for 
fun. Hardcore 4X4 definitely falls 
into the latter category. 

Hardcore 4X4 isn’t like an or<li- 
nary driving game. Sure, you still 
race a number of other vehicles 
around a track in the hope of ^ 
coming first, but that’s not 
what separates it from the 
crowd. I guess the best » 
way to describe it would ’ 
be a cross between Sega 
Ratty and Destruction Derby, 
but that s not entirely accu¬ 
rate. You see. Hardcore 4X4 does 
things a little differently... 

The vehicle handling is such that 
the moment you pick up the pad you 
can play the game. There’s no mas¬ 
tering of high speed power slides or 
cornering here. All of the trucks are 
incredibly responsive, and getting 
used to their control is a relatively 
easy task. What’s more, Ihe course 
layout is remarkably easy to follow, 
with no really tight corners or tricky 
chicanes. Its all pretty slraightfor- 
ward from the word go. But that’s 


where the fun begins. You see. 
Hardcore 4X4^s motto seems to be: 
roads are for wimps. You may be 
racing four other trucks, but they’re 
not the real enemy. The track (orj 
rather the lack of it) is. 

I’he courses in Hardcore 4X4 are 
the most inhospitable hell holes on 
this planet, with names like 
Dynamite Pass and Devil’s Kitchen. 
Most people wouldn’t even think 
about taking a walk around these 
places, never mind drive a truck! A 
mountain pass with sheer cliffs at 
every turn, a forest track with rocks 
V in your path and the topi 

of a volcano with red 
' V dust and lava pools 

are just three of the 
I T six tracks on offer. 
And on each one the 
terrain is about as flat 
as Pamela Lee. It’s a 
constant battle to keep your truck 
upright and on the track, and as 
you pick up speed and hit hills you 
really start flying all over the place. | 
Play from the ‘inside the truck’ view] 
and I guarantee you’ll be scream¬ 
ing in no time! 

The version we have is a beta 
and there’s still some stuff that 
needs works. The CPU AI is incon¬ 
sistent, the track layouts are all a 
bit too similar and there’s no link¬ 
up mode. Hopefully these will be 
fixed in time for the review next I 
issue. Gel ready to get dirty! CH j 
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should know right off the bat that I j 

\\ I am a BIG fan of first person perspective shooters. 7/ 

From F\m\ Doom to PowerSlave, from Hexen to Turok-\\\ey are my calling. I love them 
^ and they love me. The day Quake comes out on the N64 is the day my social life ends. But until then, I’ll 
always have games like Machineheadio tide me over. 

D/lachinehead \s the latest in a long line of P.O.V. vehicle shooters from UK developers Core (remember Battle Corps dn{\ 
Thunderstrike) who could be considered as something of an expert in this genre. Correction. Make that: they OWN the genre. 
However, Machinehead \s something of a departure from their usual combat/strategy/simulation approach. Despite having the 
control mechanics and inertia of a ground based vehicle, Machinehead \s more Doomihan Shell Shock, with the emphasis 

placed firmly on close range action. Definitely a good thing, if you ask me. Machineheads 
^.. plot and cinemas are actually pretty cool. In a cheesy 


PlayStation 


B-movie kinda way. You play 


1 ^ I ^ Kimberly Stride, a buxom 

^ I M scientist unwittingly chained to a mobile 

i i ■ Pomb (the Vorpal Blade) created to stop 

//r,:~ ^ i\ I the spread of a deadly Nano-virus called 

the Machinehead. The only way the virus 

. ^ ,/* I iBlkw >/T ■ can be neutralized Is to pilot the bomb 

' acrt^s Infected terram and mto the virus’ 

i - i fc. - . > smooth, ultra-solid polygon graphics for 

c ^ » both the environment and enemies (a 

la Quake on the PC), a brilliant hardcore techno/ambient soundtrack, amazing graphical effects, awesome weapons and night¬ 
marish enemies. Controlling the Vorpal Blade is tricky to begin with, but once you’ve found a button configuration you re 
happy with it becomes second nature. I particularly like the way you can use the D-pad to look in any direction and the but¬ 
tons to actually move, similar to mouse aiming on the PC. The weapons are all balanced and satisfying to use, while ene¬ 
mies get bigger and badder the further you go Into the game, ranging from robotic spiders to giant battle-mechs! 

The only real criticism I can make of Machinehead is that the visibility is very poor. Things fade in and out of sight very 
smoothly, but because this happens so close to you it only generates the effect of darkness. This is a clever way of 
getting around pop-up, but unfortunately it affects the entire look of the game, reducing the impact of the other¬ 
wise impressive graphics. I can only wonder what an N64 Machinehead \n\\\\ a infinite horizon (a la Pilotwings) 

would have looked like. How about it. Core? - 

Despite this flaw, Machinehead is a quality product. The vehicle control adds a new spin 

on a well-worn genre, and while It’s not as good as Doom or PowerSlave, it’s defi- ^ , 

P 3 9°°^ ‘corridor’ junkies like myself. K 
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H exen is the fantasy themed sequel to Doom that was a 
monster hit on the PC a year ago, and is now PlayStation 
bound. Set in the magically enhanced kingdom of Hexen, 
you play one of three different characters on a quest to defeat 
the evil Serpent Rider Korax. The game uses an enhanced ver¬ 
sion of the Doom graphics engine that allows you to look up and 
down, jump, backtrack on previously conquered levels or even 

fly. Each character has different - 

weapons and physical attributes 
(making for varied Deathmatch 
battles) and the levels have 
been designed to actually look 
like real environments. 



B roken Helix is a first per- Hji nntxn ffT cmNiwot - 1 

son shooter with a differ- 'w " ^ ^ 

ence: this one’s actually 
got an interactive plot. You 
are bomb disposal expert Jake L— 

Burton sent into a secret 

bunker in Area 51 to find and defuse two bombs. But that’s 
just the start of your problems. The basic gameplay is sim¬ 
ilar to Doom but here you can actually see your character on 
screen. You can also interact with other characters to obtain 
information and forward the story. There’s a lot of speech in 
the game, including a brilliant Schwarzenegger parody, but 
best of all, the main character is voiced by none other than 
^ , BRUCE CAMPBELL of fv/7 Dear/fame! Groovy! 


























USE YOUR MIND AND WIN A PRIZEI 

DISRUPTOR DOMINATION IS HERE! 

This PlayStation shooter is so real, It even comes with its own National Competition, complete with huge prizes. Just fill out the DISRUPTOR DOMI¬ 
NATION OFFICIAL ENTRY FORM and pass It to any Electronics Boutique sales representative. Four First Prize winners from the U.S. and Canada will 
be brought to Universal City, California (home of the spectacular Universal Studios Hollywood) for the ULTIMATE SHOWDOWN, where ONE GRAND 
PRIZE winner will emerge victorious. No small event, the DISRUPTOR DOMINATION COMPETITION will take place where all the action is, with hundreds 
of fans, free stuff, media coverage, video game industry VIPs and much more. You want to do more than win... 

YOU WANT TO DOMINATE. HERE’S YOUR CHANCE. 

THE AWESOME PRIZES ON OFFER. 

Four First Prizes win be awarded. All expense-paid trip for two to Universal City, California to participate in the DISRUPTOR DOMINATION COMPETITION to be 
held at a location to be announced. Trip includes airfare, hotel accommodations and meals for two (if promotion winner is a minor, companion must be an adult legal 
guardian; proof of guardianship will be required). Each first prize winner will also receive one (1) PlayStation game console, one (1) DISRUPTOR game pak and a one 

(1) year subscription to GameFan Magazine. First Prize approximate retail value: $1520.00 

Ten Second Prizes: DISRUPTOR domination pack with DISRUPTOR all-metal industrial-grade lunch box, T-shirt, poster and a one (1) year subscription to 

GameFan Magazine. Second Prize approximate retail value: $82.00 


Twenty-five Third Prizes: DISRUPTOR T-shirt, poster and a one (1) year subscription to GameFan Magazine. Third Prize approximate retail value: $47.00 


AND THE GRAND PRIZE! 


One of the four first prize winners will receive a COMPLETE MULTIMEDIA ENTERTAINMENT CENTER with BIG SCREEN 
TELEVISION, VCR, SPEAKERS and STAND! Grand Prize approximate retail value: $4,500.00. 


I 

NAME. 


im imiffliL 


AGE_ 


ADDRESS_ 
CITY _ 


STATE 


ZIP_ 


DAYTIME TELEPHOIME_ 


VIDEO GAME SYSTEMS OWI\IED_ 
HAVE YOU PLAYED DISRUPTOR?_ 


Send entry to: GAMEFAN magazine 

DISRUPTOR DOMINATION CONTEST: 5137 Clareton Drive Suite 210, Agoura Hills, CA 91301 



OFFICIAL RULES - DISRUPTOR DOMINATION - No purchase necessary. Promotion is open to U.S. lejal re.sidents 
and residents of Canada only. Employees of MCA INC., Electronics Boutique, GameFan Magazine and their affil* 
iates, subsidiaries, sales associates, advertising and promotional agencies and their immediate families are not 
eligible. You may enter as many times as you like, but each entry must be mailed separately. 

To Enter: Visit your local Electronics Boutique. WaldenSoftware or EBX store or fill out the entry form 
in the December issue of GameFan Magazine or in the DISRUPTOR game package. Entrants MUST use an 
official entry form, photocopies will be disqualified. All entry forms must be completely filled out to be 
valid. All entries become property of Universal Interactive Studios and will not be acknowledged or 
returned. All taxes (federal, state and local, if any) will be the responsibility of the prize winners. Prizes 
.are awarded in the names of the contest winners, or in the name of the patent or guardian if the winner is 
a minor. Winners may not substitute or transfer prizes and no cash equivalent will be offered. All entries 
must be received by Universal Interactive Studios by january 31 . 1997 . A random draining will be con* 
ducted on or about February 15,1997 by Universal Interactive Studios or its designee from completed 
entries which are at the location on the drawing date. The decisions of the entity conducting the random 
drawing shall be final. All entrants, by filling out entry form, grant sponsors permission to use their name 
and likeness for advertising and promotional purposes, with no additional compensation or acknowledg¬ 
ment. unless prohibited by law. Offer void where prohibited, regulated or restricted by law. 


Sponsors are not responsible for lost, late, incomplete, postage-due, misdirected or mutilated entries. By 
entering the promotion, entrants agree to and release, discharge and hold harmless, all participating sponsors 
including Universal Interactive Studios, Inc,, MCA INC., Electronics Boutique, WaldenSoftware. EBX, GameFan 
Magazine. The Gable Group and all affiliates, subsidiaries, sales representatives, advertising and promotional 
agencies from any and all damages, including personal and property damage arising out of the acceptance, use. 
misuse or possession of any prize received in this promotion. 

Winners: Prize winners will be notified by telephone. Prize winners (or legal guardian if a minor) will be 
required to execute an affidavit of eligibility/release of liability within ten ( 10 ) days of notification. 
Noncompliance will result in disqualification and an alternate winner will be selected. Return of prize/prize noti¬ 
fication as undeliverable or phone number as out of service will result In disqualification. Winner further 
acknowledges that neither Universal Interactive Studios, Inc. or any of its promotion sponsors are in any man¬ 
ner responsible for any warranty, representation or guarantee, expressed or implied, in fact or in law, relative to 
any prize, including but not limited to its quality, mechanical condition or fitness. 

Odds of winning will be determined by the number of valid entries received prior to the closing date of the 
promotion. Prize winners will be selected in a random drawing among all properly completed entries. Promotion 
IS subject to all federal, state and local laws and regulations. Universal Interactive Studios, Inc., Electronics 
Boutique/WatdenSoftware/EBX and GameFan are registered trademarks of their respective owners. 
















































Thousands of evil ores have landed in; the hi 
city—make sure they get a rude welcgihll^^ 
Choose a dwarf (Greg, Taconac or Cdftftag) 
and one of their trusty, wea{)ons (ba^^^ 
bat, bowling pin or shotgun). 41 ? 

Blast, bludgeon or seven-ten split^ordes of 
villians in the Bronx, then rescue four geniu 
kids taken by a sinister general. 

Alternate between the dwarves bn the 
fly to unleash special moves or combine 
them for fast attacks in "brawl mode" or 
"morph dwarf." 

Three Dirty Dwarves delivers non-stop head 
smashing action with a high-energy sound-' 
track and a look all its own! 

Three Dirty Dwarves"” for Sega Saturn " and Windows -' 95 


SEGA SATURN 


For a free demo or to order Three Dirty Dwarves 
direct, call 1-888-SegaSoft • www.segasoft.com 










RO-^oX^d?;, Rwtwoucf City, X A 94063. 
r^gHlwd tmd«fttark of Microsoft Corpoi^ion. 


isttred in iht; U.S.^ptt^t & Trademark Office. Sega Saturi'i 
Hms a regi5tere<Hracfe;?tark \pc. Developed by 















MEGAFAN 


o£ALLy BtAZIMG 
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^HArevtoY^ 

; INIU tOVf 


^F^V. OoT TMC CfVAT) 
ll/4 THIS ISSOC MT> 

/ SftVC Pi 0^ 

f THC HOTTtSr ThIfiG ^ 
TO HIT VlBtO GPif^t j: 

fAfVGft2jA*tS SIf»Ct / 
?aWI... t*T,GPifP^^ / 


TAKE ADVANTAGE OF OUR 
LAUNCH SPECIAL AND 
SUBSCRIBE TODAY 
FOR JUST $14,991 
A 37 % 

SAVINGS! 




NINTENDO^^ 


MEQAFAN (BESIDES BEING 
PORTABU) IS STUFFED WITH 
IN-DEPTH STRATEGY ON 
TODAY'S HOTTEST TITUS, 

ADVANCED TACTICS, AND 
ARCADE COVERAGE.. >^0T TO 
MENTION TIMUY INTERVIEWS 
WITH INDUSTRY MOVERS A^D x 
SHAKERS. IT'S EITTU, IT'S THICK, AND 11 . 
AVAItABU NOW! AN UNIRECEDENTED VALUE 
FROM THE FOLKS WHO BRING YOU C^EFAN! 


(COMIIMG IIM ‘97) 
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Not so many years ago, Sonic the Hedgehog, originally created by renowned designer Yuji Naka, put Sega 

on top. He started a roll that lasted for some two years and was the 
first mascot to give Mario a run for his money. He’s the proud 
benefactor of four 16-bit sequels (some better than others), 
the best-ever Sega CD game, a 2nd-rate US cartoon, a 
phenomenal Japanese anime, a cool coin-op, count¬ 
less merchandise, and a forgettable pinball game. 
Save it to say Sonic has become a part of 
Americana. The US Son/c has under¬ 
gone several cosmetic changes 
(straying from the Japanese original), 
and two mascots have been designed espe¬ 
cially for him in Sega’s quest for Sonic gold. 
He’s made plenty of people plenty of money, 
but I was beginning to wonder... at what 
price? The US-made Sonic Extreme \ookef\ less 
than impressive at the last Gamer’s Day, and 
would soon be delayed for improvement, a wise 
choice on Sega’s part. That’s when SOA let this cat 
out of the bag. Traveilers Tale, some of Britain's 
most brilliant developers, makers of such phenomena 
as Mickey Mania, were simultaneously working 
on a Saturn version of the thought-to-be- 
Genesis-only Sonic Blast 3D. 

Now personally, if I were a Sega power, I 
would have launched the system with Sonic 
rather then Pepperouchau, the forgotten 
early Sega mascot. The engine used for 
Clockwork Knight, had it been made for 
Sonic, would have sold a lot more Saturns and 
launched the hardware as new hardware should 
be, mascot in tow, as the N64 has. SM64 
sold one to one. That’s all I have to say 
about that. So the question is, against stiff 
competition, can Sonic repeat the magic of ’87 and ' 


bring the Saturn back into limelight as he did the. 
Genesis, or has Sega waited too long? Will Sonic^ 
Extreme, a US-developed 3D polygonal game (the 
Saturn’s Achilles heel) be the true 32-hit Sonic, or will 
the masters at Travellers Tales, working closeiy with Yuji 
Naka, deliver the supreme Hedgehog romp? 
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SEGA FINALLY 
WELCOMES SONIC 
HOME. BUT IS THE 
HOUSE CLEAN? 
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The goal in Sonic 3D Blast is to collect 5 trapped furry friends from each area 
free them, and progress to the next. Once you find their captors, ren- 
dered little, brightly-colored beasts, this is an easy task. _ 
Finding them is where the challenge lies. Waiting at t ^ 

the outset of each of the 7 areas is , ; //rv^ ^ 

Robotnik, who I cannot comment on v ^ 
since he was missing from our preview : v ' 
version, in the 16-bit game, Robotnik was ^ 

^ represented well, and since this game seems \V 
i ' m identical design-wise. I’m sure the same will . 
apply. I am hoping for some dazzling effects to 
accompany his presence. ' ■ 

The level design in BlasU for an isometric game, is ^ " \ 

quite good. Each area is built both high and wide ' ^ ^ ■ 

Hp and features an array of pesky obstacles and ene- V 

mlW mies as well as secret areas, such as the cannon 

pictured here. Sonic has a new move to help him 
through each maze. By standing on a whirling fan "" 

Sonic will spin like a top. From there you can guide v. 
him towards pillars which he’ll break thru, opening up new 
areas. Touch anything hazardous and the cycle is : v ^ - 
broken. This creates some formidable chal- 

lenges and adds diversity to an otherwise ^ * 

slightly repetitious quest. There are ^ 

of course platforms, tubes, ^ ^ / 

loops and other such " 


Some fare In here, too, which we’ll 
cover in the forthcoming review, 
along with the music and 
CG cinemas, 
which . i, 


^ V y were 

^ ^ ' also absent. 

^ ♦ \ ^ ^''^TravellersTaleis 

" ^ ^ ^ ''i ^ 9 reat job, working 

' \ y y ^ with YujI Naka to make Blast 

y ’ y ^ ^ ^ ^ ^ ^ scream “original Sonic," but seeing what 

^ ^t ^ ^ ^ they’ve done in the past, I know that had they 

^ w designed Blastior the Saturn exclusively, it would have 

V c y" really blown our minds. Soo/oS/osf Is a very good isometric 

'/ V''-"' . actloner, but with no polygons, parallax, or 3D effects (except for the 

J y impressive Chaos Emerald rounds), will it be enough to quench a Sonic ian's 

\ V ^ course, our preview version is only 50%, but the simple fact that this 

( a ’ ' Is a game designed originally for the Genesis, (although it features 32-bit goodies like 

\ weather effects and polygonal bonus rounds) is festering in my psyche. Then again, some of the 

l^sst games ever created are on 16-blt. My hope Is that both Blastan6 iBr/reme turn out brilliant, thus 
opening the door for another Yuji Naka Hedgehog adventure. Blast, I think, has the potential to be great. If more 
• Saturn goodies are turned on, and the music is along the lines of the import Sonic CD, Sega just may have a hit on their 
hands. If it does and they do, more Sonic is sure to come... providing a certain Nightmaren doesn’t stand In the way. ES 


















SEGA SATURN 


month (everything Takuhi wrote still stands), I’ll cut straight to the chase: 

What’s been changed for the American release? Well AM2 fans, you can ' 

breathe a sigh of relief. American f/gAf/n^ W/rers is nearly identical fo the Japanese | ^ 

version. The armor breaking is the same, the extra options are all in there, and Candy* 

and Grace both look as alluring as ever. The only major difference is the lack of Pepsi 4 ^^ 

sponsorship. Without Pepsi, the Pepsi truck in Picky’s background has become a Sega I_ / 

truck, tbe Pepsi logo on Picky’s board has been returned to the Fighting Vipers logo (true| 
to the arcade) and worst of all, Pepsiman has been removed. % r 

Now, arcade purists probably couldn’t care less about the loss of such a novelty char-f 
lacter, but I kinda liked him. I mean, the more characters the better right? And surely they could have found 
^ way around the legal problems. Maybe change the brand name. Lose the red strioe and make him Generic 


KNIGHfiifiARE 

J’m not obsessed with 
feandy... really, I’m not 
(heh, heh)... 


I love this game. In my opinion it’s up there with 
\/F2 and Tekken 2 in the 3D beat-’em-up hall of 
fame. If you’re a fan of the coin-op, a fan of VF2, or 
even just a fan of fighting games in general, you’d 
be a fool to miss this. K 
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hen the Saturn was first released everyone looked to Virtua Fighter ani Daytona 
USA as an indication of the system’s power. The best reason to own a Saturn was 
(and still is in my opinion) to play Sega’s coin-ops at home, and these two games 

But while l/F exceeded everyone’s expec- 


were Sega’s highest-profile arcade conversions 
tations, Daytona was, well, somewhat lacking. 

Basically the graphics sucked. The frame rate was low, the game had massive borders and the 
pop-up was so bad it was laughable. Comparisons were made with Ridge Racer on PlayStation 
and in aesthetic terms at least, Daytona lost pitifully. 

But Daytona had a lot of fans. As Sega developed the Saturn’s graphics libraries thousands of 
requesfs flooded info Sega HQ demanding a Daytona Remix in the same style as VF Remix. And 
who are Sega to argue with their fans? After AM2 finished Sega Raliy, Sega put them to work on a 
‘top secret driving game’ that was a secret to absolutely nobody. Daytona USA CCE was born. 

Daytona USA CCE\s a Daytona lover’s dream come true. Two new inter¬ 
mediate tracks (National Park Speedway and Desert City), seven new cars 
.• k (with varying attributes), new gameplay modes (endurance, time trial and 

-V ^ grand prix), new secrets (that’d be telling), analog control with the new 

; I NiGHTS pad (trust me, it’s brilliant), a new soundtrack (good and bad) and 
'I most importantly-mocAbeffergrapA/cs. 

- . • Ygg jg ji^g gg|,|y ygfsjon we received it’s clear that Daytona CCE 


VoeiTioN, 




is a lot better looking than its predecessor. The game now runs at thirty frames per sec¬ 
ond, full screen (so no more borders) and in a higher resolution than even Sega Ratty. 

Unfortunately, it’s not all good news. In the 65% complete version that we received the 
game still suffers from SEVERE pop-up, even worse than the original Daytona conver¬ 
sion! Sega has assured us that reducing this pop-up is their number one priority, but I 
really don’t see how it’s going to be possible. There’s so much trackside 
detail, and at times you get up to 10 cars on screen at once. I suppose 
after all this time I should just have a little faith. 

Regardless of how bad the clipping is, Daytona CCE still plays like 
the Daytona I know and love, and with the new analog controller it’s 
even better. Even in this 65% version there’s no doubt that MjL 

- • Daytona CCE\s the most realistic, exhilarating racing experience - 

.■\ Y out there, and there’s still 35% left to come. I’ll be back with a 
' full review soon. K T / // 
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' / that’s an option forj 

< A ^sss-aBs-aJ YOU real sharp-j 
shooters). i 

Virtua Cop 2 is shaping up to 
be another one of those amazing 
spec-defying Model 2-to-Saturn con¬ 
versions, and fingers crossed, we’ll 
bring you a full review next issue. 
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Just as I’m firing up my 

import version of I 

Toshinden URA, wonder- i*#* I I 

ing if SOA will bring it w 1 ^ 

out, it gets dropped on »{i^ -'SS^ liSi ^ ~ 
our doorstep. Talk about 

service! URA is the first game in the series designed 
specifically for the Sega Saturn. The game features new 
characters Ripper, who dawns Freddy Kreuger- 
like mitts, and Ronron, a 6/ue Seed-like high 
school bad girl (a wolf in sheep’s clothing, I 
assure you). The whole affair is brought to you 
in gleaming hi-res. and although the back¬ 
grounds are not as spectacular as T2’s, the 
fighters themselves look 
excellent, with more detail 
and less break up. We’ll have 
a full report on Toshinden 
URA in the January issue. 
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MR. BOStS 

ONE FlAyER, ACTION/FtATrOKM(?), ’ 

DEVEIOFED By 20N0, PUBLISHED By 
SE^A, AND AVAILABLE SOV. '96 

This is, without a doubt, one of the weirdest, ; : . , 
most innovative games I have ever experienced. 

Just when you think it’s an action/platformer, 

;■ you come across a stage where you ; 

.5 ! , have to play an electric guitar, res- 

cue Lilliputian dwarves from spi- I ^ 

: ders, swim through a CD-streamed 
’ underwater tunnel or fly through a swirling 
■ Tempest 2000-style vortex. Segasoft has put a 
lot of effort into Mr. Bones and it shows. It 
makes the best use of pre-rendered graphics 
I yet seen on any system, and features some of 

; the best FMV cut scenes I’ve ever seen on the 
i Saturn. It’s so big it comes on two discs! Look 
_ 5 for a full review next month. 


ONE FLAyER, CORRIDOR SHOOTER, 

DEVEtOFED By FROBE, PUBLISHED By qi 
INTERACTIVE, AND AVAILABLE DEC. 

The pseudo-sequel to Doom is on its way to the Saturn i 
courtesy of Probe, and it’s looking mighty tasty. Hexen i 
is a first-person perspective shooter in the style of : 

Doom, but with some notable differ- 
r ^ 5 ences. First, you get the choice of three | 

: -.ii: ■ I different characters: a warrior, a cleric or 

f' i magic user, each with their own i—=«**«= 

'K^i> f weapons and physical attributes. Second, the level 

|E''' ^ ^ structure is based around a non-linear Hub system, 

’Sv ; where each episode has a central hub level which 
i i ® number of sub levels. Third, you can do 

; g|| qj pgg( ygy gouldn’t do in Doom like 

- ' jump, store items, and best of all, look up and down, 

i : The game will be compatible with the Saturn link-up 

[ cable, and is currently running at a higher frame rate 

than the PlayStation version. Now that’s a switch! 
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T he N64 seems to be blazing a 1%^ 

bright trail through the 
videogame industry right 
now, and regardless of whether or ’ 

not that trail is entirely justified, ^ ' 

it cannot be ignored. Qualitative ’ \ . [ 

judgments aside (I turned up too - ^ V / 

late to voice my opinion), there's ' \ 

no denying that both Mano64 and Sv : 

Pilotwings are unlike anything ^ 

available on any other console at * ^ 

the moment (though clones are - / # ' 

sure to follow). And that's a tra¬ 
dition that looks set to continue with Rare's second 
foray into 64-bit development: the original Blast Corps. 

In the not-too-distant future the military uses hi-tech, 
computer-automated carrier trucks to safely transport 
nuclear weapons from one location to another. After a 
freak accident, the computer guidance system of one of 
these missile carriers malfunctions and the vehicle heads 
off its predetermined course into a populated area. That 

57 DESTRUCTION-PACKED STAGES!! 


rCHOOSE FROM 16 DIFFERENT 
■ DEMOLITION VEHICLES!! 

wouldn't be so bad in itself, but 
^^> 4 there's one other unpleasant side 

JR A. effect to this malfunction: the 

^ impact-sensitive nuclear warhead 

has been activated! Even the slight- 
est jolt will set it off, and if that 
happens, you can say goodbye to 
/ J everything and everyone in a ten 
mile radius. Uh oh. 

The only way the military 
can salvage this situation is 
to make sure that the missile 
carrier gets a clear path, no 
matter where it travels. 
That's where you come in. 
You play the part of a crack 
demolition agent working 
within the Blast Corps, an 
expert trained to drive every 
known form of demolition 
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TIME IS RUNNING OUT!! STEER A PATH THROUGH BUILDINGS OR PEOPLE WILL DIE!!! 









vehicle. It's your job 
to clear away any 
buildings or obstacles 
that get in the truck's 
path, using whatever 
means necessary! 

Those 'means' take 
the form of 16 differ¬ 
ent demolition vehi¬ 
cles ranging from bull¬ 
dozers to giant mechs. 

This variety of trans¬ 
port available is one of the coolest aspects of the 
game, as every level features between two and six dif¬ 
ferent types of vehicles hidden away in the landscape. 
When you find another vehicle, you can swap between 
them simply by climbing out of your present vehicle 
and hopping in the driver's seat of the new one. Each 
vehicle uses a different technique for destroying 
obstacles, from the obvious to the not-so-obvious. For 
instance, while the bulldozer will simply plow right 
through buildings, the truck has to slide into them, 
and the mech has to curl up into a ball and roll through 
them. Other vehicles we've seen include tugboats. 


PREVIEW 


police cars and trains! 

Blast Corps offers over 57 fully 3D levels set in a myriad of 
different locations, all with their own natural hazards and prob¬ 
lems. As you travel around the landscape the buildings lying in 
the missile carrier's immediate path are highlighted by pulsat¬ 
ing arrows, and if the carrier gets too close you'll be alerted by 
a high-pitched siren. When this happens it's best to switch 
to the top-down satellite view of the action to get a bet¬ 
ter sense of the area, allowing 
you to plot a direct course to the 
trouble spot. 

The 57 levels are split into 
three stages, and within each 
stage you have total freedom to 
travel between any of the levels. 

On top of the building destruc¬ 
tion each stage also has its own 
set of specific objectives that 
have to be completed before you 
can move on. For instance, on 
the first stage you have to find and rescue six scien¬ 
tists located at various points around the levels. 

Clearing a path for the missile carrier isn't always 
as easy as just destroying buildings. Later on in the 
game you're forced to find ways to bridge rivers and 
ravines, or to transport a crate of TNT across the level 
to demolish a particularly tough obstacle. And no 
matter how powerful the Blast Corps vehicles may be, 
trees are always indestructible! To please the envi¬ 
ronmental lobbyists no doubt. 

Manage to protect the missile carrier through an 
entire level and you are awarded with a medal for 
completing the task. However, you're free to re-enter 
the levels whenever you want to rack up bonus points 
by destroying non-essential buildings (represented by 
the dollar value of damage done!) or by activating the 
100 Radiation Dispersal Units dotted around the land¬ 
scape. As you earn medals and points, your ranking in 
the Blast Corps increases. 

Blast Corps looks HOT! You won't believe the qual¬ 
ity of the graphics, and if the gameplay is of a simi¬ 
lar caliber we could well be looking at another essen¬ 
tial N64 purchase. WaveRace may not have been all I 
had hoped it would (i.e.; not a Super Mario Kart-beat¬ 
er) but this next wave of N64 software looks set to 
wash away any doubts I ever had about the power of 
the big N. Bring it on. Rare. K 


DEVELOPER-RARE 
PURLISHER - NINTENDO 
FORMAT-CARTRIDGE 
# OF PLAYERS-1 
DIFFICOLTY - ONKNOWN 
AVAILARLE-MARCH 1997 
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TER 1$ BACK A6AIN!! EVEN MORE CARNAOE! 




RIP APART THE DINO-HORDEtU 


H AMBLETON JUNOLE DIARY - LAST KNOWN ENTRY: 
"SOFT FOOTFALLS WERE HEARD IN THE DISTANCE OVER 
THE HUM OF MY ROTARY CANNON. I VEN¬ 
TURED FORWARD THROUGH THE DENSE FOLIAGE/ 

CUTTING MY WAY TO AN OPEN AREA WHERE I SPIED 
A LONE HUMAN DRESSED IN CAMO-PANTALOONS AND I' 
ARMED WITH A RIFLE. PASSING THE ANCIENT INCA | 
STATUE/ I BROKE INTO A FULL-TILT SPRINT/ UNLOAD- S ■ 

ING TEN ROUNDS INTO THE GROUND IN FRONT OF ^ 

HIM. HE LOOKED STARTLED/ AND 

AS I BROUGHT MY SPRINT TO A U 

FALTERING HALT/ HE TURNED I ^ ' 

AND RAN AWAY INTO THE FOG. I ^ 1^1^ 

HE DIDN'T GET VERY FAR? I LET Y ^ 

RIP WITH THE FULL FORCE OF MY > 

GRENADE LAUNCHER AND THE w m d 

HAPLESS SOLDIER DODGED THE W H I 

FIRST SHOT/ BUT WAS CAUGHT ^ H I 

WITH THE SECOND GRENADE H I 

AND WAS BLOWN TWENTY FEET INTO " 

THE AIR. LANDING WITH A BLOODY 
THUD/ I QUICKLY SWITCHED TO MY 
MISSILE LAUNCHER AND BLEW THE 
CORPSE INTO SMALL TWITCHING 

CHUNKS. WIPING THE BLOOD FROM D11^(( 

MY FACE/ I CONTINUED MY GORE- ~ 

FILLED KILLING SPREE... ROUNDING 




FROM MY BACKPACK/ I EMITTED A PIERCINC 
SHRIEK AND CHARGED FORWARD. TIME FOR 
GUNNER HAMBLETON TO GO ONE-ON-ONE WITH 
THESE CRITTERS JUST ONE FINAL TIME...!" 

THIS IS JUST A SMALL TASTE OF THE G4-BIT LOVING 
JOY YOU CONSTANTLY EXPERIENCE THROUGHOUT 
YOUR ENCOUNTER WITH THE DENIZENS OF TUROK: 
DINOSAUR hunter; SET TO BE IGUANA'S FINEST 
HOUR. REMEMBER MANY MOONS AGO WHEN YOU 
GAPED AT THE FIRST SET OF TUROK SHOTS? WELL 
PROGRESS HAS CONTINUED AT A FEVERED RATE 
EVER SINCE/ AND NOW GAMEFAN FEELS THE TIME IS 
RIGHT TO REVEAL SOME OF THE MORE SPECTACULAR 
PREHISTORIC BEASTS. AMAZING AS THESE SHOTS 
ARE/ NOTHING WILL PREPARE YOU FOR THESE 
CRITTERS MOVING AT A SUPER-SMOOTH 
>0 FPS!!! PREPARE YOURSELVES/ 

4 NINTENDO G4 OWNERS; DINO-HUNTING 
^ HAS NEVER BEEN AS SPECTACULAR AS 
y THIS! THOSE UNFAMILIAR WITH PREVI- 

OUS TUROK UPDATES (BEEN LIVING 
UNDER A ROCK?) SHOULD KNOW HOW 

5 FANATICALLY EXCITED I AM ABOUT THIS 

■ ^ .a QUAKE-STYLE EXPLORATION RELEASE/ 

« /Q AND NOW THERE'S EVEN MORE TO 
' _ ^ FROTH about; LOOK AT THE STATE OF 

/ ALL THESE NEW ENEMIES!!! 










^ FROM DINO-HUNTER TO BU6 H 

INSECTS ATTACK FROM 




If SOLID RO<K!! 
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TUROK TRAVELS THE KINGDOM SEARCHING FOR NEW VKTIMt! 
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THOSE WHO THOUCHT ALL 
YOUR TUROKKINC WAS 
COINC TO TAKE PLACE IN THE 
FOCCY JUNCLES ARE IN FOR 
A PLEASANT SURPRISE; HOW 
DOES A SEWER EXPLORATION 
SOUND? OR PERHAPS YOU'D 
LIKE TO CLIMB A MASSIVE 
MOUNTAIN SET IN A HUGE 
DESERT LEVEL? LATER ON 
YOU CAN TRY YOUR HAND AT 
MEDIEVAL FORTRESS EXPLO¬ 
RATION, BUT I'LL SAVE THAT 
EXCITEMENT FOR 
A FUTURE ISSUE* 

WHAT I CAN 
DETAIL ARE THE 
GOBSMACKINGLY 
AWESOME NEW 
MONSTERS AND 
IMPROVEMENTS 
OVER PREVIOUS 
VERSIONS* 

YOU'VE ALL SEEN 
THAT MECHANI¬ 
CAL ROBOT WITH 
A MINI-GUN AND 
A GRENADE LAUNCHER? WELL 
NOW HIS CHROME BODYWORK IS SO 
SHINY THAT YOU CAN ACTUALLY SEE 
A REFLECTION OF YOURSELF WHEN 
UP CLOSE (YES, REALLY)! THE 
ACTUAL COMBAT BETWEEN TUROK 
AND THIS ROBOT IS 
AMAZING, AND 

IGUANA HAS EVEN 
ADDED REALLY COOL 
NEW FEATURES LIKE 
SMALL PALM TREES 
THAT CREAK AND COL¬ 
LAPSE WHEN YOU MIS¬ 
TAKENLY SHOOT THEM! 

EVERYTHING FROM THE 
TEXTURE-MAPPED 
RAPTORS TO THE 
WEAPONS YOU COLLECT 
IS SO DETAILED AND HI- 

RES THAT YOU'D SWEAR YOU WERE PLAYING A 
REAL-TIME FMV VIDEO... 

LATER INTO YOUR WADE THROUGH THE 
LANDS OF TUROK# YOU ENCOUNTER A GROUP 
OF TRKERATOPS COMPLETE WITH RIDERS# HUGE 
WORMS THAT ARCH OUT OF THE GROUND WITH 
A THUNDEROUS ROAR 
(DUNE# ANYONE?)# ^ 

PTERODACTYLS WITH 1 
HUACAN RIDERS THAT S. 

SWOOP OUT OF THE ^ 

SKY AND A WHOLE 
NEW SET OF NATIVE 
GUARDS (ARMED WITH 
SPEARS# AXES AND 
WADING THROUGH 
AWESOME TRANSLU¬ 
CENT WATER). MOST 
SPECTACULAR IS THE S 

JOURNEY THROUGH THE 'I 

CLOUDS TO A SKY-HUT WHERE YOU § 

MEET A BRACHIOSAURUS. YEAH# ONE 
OF THEM 100-FEET LONG PLANT 
EATERS LIKE IN JURASSIC PARK. 

EXCEPT THIS ONE'S LIABLE TO BITE 
YOUR HEAD OFF. 'IMPRESSIVE' ISN'T 
THE WORD. 'GODLY' PROBABLY 
COMES CLOSE. 


'fiVIROHMENTS 






















THIS VAST ARRAY OF CREA¬ 
TURES DOESN'T STOP HERE. HOW 
ABOUT A MUTATED CRAB CREA¬ 
TURE DURING YOUR SEWER 
EXPLORATION? OR PERHAPS 
YOU'D RATHER CHALLENGE A 
TRIO OF KOMODO DRAGONS 
(SPINY AND NON-SPINY VER¬ 
SIONS) TO A BRAWL? ONCE INSIDE 
ONE OF THE MANY CAVE SYSTEMS# 
THERE'S EVEN A TRIBE OF 
BARBARIANS THAT TAKE AN 
ACTIVE DISLIKE OF YOUR 
WEAPONRY. SHOW 'EM THE 
TRUE MEANING OF THE WORD 
'PAIN'! THERE'S EVEN A HUGE 
(AND FRANKLY GROSS) MANTIS 
SPIDER THAT NOT ONLY SHOOTS 
GREEN GOO AT YOU# BUT THEN 
CUNNINGLY SCUTTLES UP THE 
WALLS ONCE YOU LAY INTO HIM! 
ADD TO THIS SOME BREATHTAKING LIGHTNING 
EFFECTS (IN THE SKY)# FANTASTIC INCA STATUES# 
STONE COLUMNS AND ROPE BRIDGES OVER HUGE 
GAPING CHASMS# AND YOU'RE JUST STARTING TO 
GRASP THE EPIC NATURE OF THIS GAME... 

BE SURE TO TUNE IN 
NEXT TIME WHERE WE'LL 
GO COMPLETELY OVER¬ 
BOARD AND SHOW YOU 
THE GORIEST CLOSE-UPS 
OF MONSTERS THRASH¬ 
ING ON THE GROUND# 

MORE COOL LIGHTING 


spacIb 


ALIENgFROM ANOTHER WORLD THREATEN!!^ 




DEVELOPER - IBUANA 
PUBLISHER - ACCLAIM 
FORMAT-64 MB CART 
# OF PLAYERS-1 
DIFFICULTY - N/A 
AVAILABLE - MARCH 


IE I "■ \ 
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EFFECTS AND YET MORE FOES (WHO KNOWS# 
WE MIGHT EVEN BE ABLE TO SHOW YOU THE 
LEGENDARY MECHANICAL T-REX)! MAKE NO 

mistake; turok: dinosaur hunter is 

GOING TO BE THE NEW STAN¬ 
DARD AGAINST VYHICH ALL 
FUTURE )D QUAKE GAMES 
SHALL BE measured; THIS IS 
GOING TO BE HUGE! NOW IF 
YOU'LL EXCUSE ME# I'VE GOT 
AN ITCHY TRIGGER FINGER 
AND A FOREST FULL OF 
RAPTORS TO CULL..! CH 


..I 


Vi 

V 

•I 


CHIEF HAMBLETON 

HOW DO YOU SCRATCH AN 
ITCHY TRIGGER FINGER? 
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T he Donkey Kong saga is set to expand once more with a new game, a new hero and an 
all new addition to the Kong family. Donkey Kong Country 3: Dixie’s Doubie Troubie is 
the third installment (doh!) in the ongoing Kong saga, and it’s shaping up to be the best 
yet. In a time when hot 16 bit titles are supposed to be dying breed. Rare come out of their 
corner fighting with this 32-Megabit (and battery-back up) monster cart that could well blur 
the gap between 16 and 32 bit even further. 

In the briginal DKC, Donkey and Diddy Kong were out to reclaim their stolen banana horde 
from €vil Kremling ruler Krool. In DKC2, Diddy and Dixie Kong sought to rescue a kidnapped 
Donkey Kong. And now in DKC3, Dixie and newcomer Kiddy Kong are 


^00 u 


out to rescue a kidnapped Donkey AND Diddy Kong, 
a pattern developing here... 

The basic platform structure from DKC remains the same, but with a host of new 
additional features. Where do I start? 1 know: the characters. Kiddy Kong is the newest 
member of the Kong family, so new in fact that he’s still got his pacifier. But don’t let his age 
fool you. Kiddy is as powerful as Donkey, and eager to prove it. He can attack with his arms, 
with a bounce, or a well placed roll to knock out multiple enemies. To encourage the team- 
work element of the game, he can also hurl Dixie to high places, while Dixie can throw 
Kiddy as an offensive weapon. If Kiddy bounces off a wall, Dixie can jump on him and 
roll him along like a barrel! Cool! 

The helpful Kong family make a welcome return, this time aided by some new jungle 
^ ^ Kiriuyi inhabitants. Funky’s got a summer job repairing water craft, and if you 
* can find the parts he needs, he’ll reward you with a new means of trans- 


I think I see 




















a .hover ciraft or 


portation 

boat perhaps? Swanky’s Tent ^ WL 

is also back in town with all 
new games to win yourself 
bananas or f>ear coins. Bear 

coins? Thal’d be for the bear clan. The bears run a series of shops all 
over Kong Country, and by listening to their stories or solviri|fithgi^prob- 
lems yoii^ll gain essential adyice or items to help complfeW the^^gpme. 
Locate Wrinkly Kong for an opportunity to save your game (Candy Kong 
was much easier on the eye), and watch out for one of five new animal 
helpers along the way, including Ellie the Elephant: 

With this many new allies, it’s only fitting that there 
should be an equal number of new adversaries for the 
Kongs to face on their travels. And Rare hasn’t let us 
down.Hinder the rule of the new Kremling leader KAOS 


you’ll meet such foes as Klap, a killer barrel; Kopter, a 
hHBHh fljing Ki4miing With ^rotor blade; and Koin, a Kremling 
wearing tough armw who is only vulnerable to attacks 
from behind. The boss encounters have also c;Jianged 
in format from previous DKC games. Whereas before the attack method 
was always the same (bounce or barrel) now you’ll have to work out a 
special way of hitting each bors. ^One boss even involves an into the 
screen snowball fight! 

Rare claims that there are over 100 hours of g^meplay packed into 
DKCS^s 32 megs, along with even more of the remarkable ACM rendered 
animation that you’ve come to expect from DKC. We’ll have more on this 
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VF KIDS, HAl TAKARA'S GOT A SUPER 
DEFORMED GAME THAT'S ALL NEW! 


Its a new tradition in gaming... especially 
Japan. Take a popular series, be it anime or 
game, squish the characters, and presto!, 
you ve got a new sensation! if it was only 
that easy. It s always worked with 
Super Deformers (smashed little 
Gundams) because they’ve always 
been that way and it sort of 
(well, not really) worked with 
VF Kids, Sega’s stand alone 
super deformed fighter. And 
don’t forget, Namco added 
SD cars to Ridge Racer; 

Takara, big head mode to 
Toshinden; and there’s a y 
way to squash the play- 
ers in Fighting Vipers / 
as well. So you see ' 
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big boys. The first thing that strikes you 
when viewing the game s spectacular visu¬ 
als is that everything is super rubbery. 
Tracy especially bends and stretches with 
the utmost exaggeration. Think Motor Toon 
fighters. Of course the vivid texture map¬ 
ping, smooth SOfps frame rate and light 
sourcing from the wizards at Takara ain’t 
too shabby either. In fact Ni 

Toshinden has better visuals than 
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: ’em, or hate ’em. There’s never been an in between when it comes 
racters. I happen to love ’em, especially these ones. These are not 
merely small versions of the Toshinden cast but completely new, 
re-worked versions of the same. Alongside the Toshinden cast are 
h famous characters from Takara’s action toy line, an assortment 
of little warriors that range from the too cute to downright evil 
F and twisted. Some of them rival the original cast members 
i missing from this game, like the useless Rungo. Who knows, 
r maybe we’ll see Baifu in Toshinden 3. Any kid with that many 
\ tattoos deserves another shot! One thing’s for sure, you haven’t 
^ lived until you’ve seen Sofia’s tiny body fitted with gargantuan, 
shall we say... augmented polygons. 




Having trouble with those combos? 
Ni-Toshinden’s lively training engine will 
explain this entirely new game’s ins and out 
It’s in Japanese so watch those (tiny) hands. 
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BURN 


The next great PS fighting game has arrived... in Japan. 
Taito's Psychic Force is a force indeed. It’s high time some¬ 
body did something different... that works! PS’s unique 3 
dimensional floating environments coupled with great game- 
play and awesome special attacks make for the freshest fight 
er I’ve played all year. Not only is the in-game art very good 
{’cept for the most minute break up during win 


DeveIop|p®ii^^pWfeili^ed Taito liable 
in Japa0Mj£y&t;Stio4i 
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anime style intro is one of the 
best ever conceived. 

To top it all off, Zuntata’s on 
board with one of their best 
soundtracks ever. WeTl have 
lots more on this great ne\y 
fighter from Taito, along with 
US release date information, 
next month. 


Up-to4he-raiiiiu'fe special Preview 


Developer: Neon Ifo-rocean U<)*Pi#i5her: M%in|*Ay^tl. Igol 
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SEGA SATURN 


ing scenes a bit more challenging, but a lot more 
fun. And in addition to ail that, there are a few 
new news clips, a few new CD’s on Kenzo Hojo’s 
rack, and even a few new “flicking” scenes (if 
you’ve played Policenduts before, you know 
what I mean. And if you haven’t, you probably 
don’t want to know). Still, if you have the 
PlayStation one, I would- 

one, unless you really 

hardbound art book it 

I There’s still no word 

^ on the exact release date 

- American version, 

back with a full review of 
Konami’s translation as soon as we get It. 

Until then, you might want to start 
studying up on white blood cell ^ 

You never 


abnormalities 
know when It might 
come in handy. * 


TAKUHI 














S akura Taisen (Sakura ||||||||||||^_|||||^ 

Wars^ may not look like 

much to American eyes, [V^H| 

but this adventure/strategy Q 

title is likely to be the best- KbB^S 

selling non-arcade transla- 
tion of the Japanese Saturn’s 
. two-year reign. Even though 
I it’s a totally original game - 
Bnot a sequel, not based on 

I r anything - it’s had the BB^ 

' remarkable honor of hitting ^^B^^BFiMB 
the #2 spot in a number of 

Japanese most-wanted lists (beaten only by Final Fantasy VII). 


So, what’s the big deal? A lot of the hype was because of the 
staff, an A-list cast of the industry’s most respected designers, 
including Oh My Goddess! character designer Kousuke Fujishima 


and Tengai Makyo series writer Hiroi Ohji. 

The other part is simply the appeal of the concept to 
Japanese audiences: Sakura Wars mutes the high school > 

dating thrills of such “puppy 
love simulations” as Japan’s 
1995 Game of the Year (no joke) 
Tokimeki Memorial, with th< 
hardcore, CG-rendered milita 


■ elite “Kagekidan” branch of the Jp 

■ army, an honor he was thrilled 

■ to receive. But when he 

I arrives, he finds his assignment BH 
I is just to be some sort of usher 

at the Imperial Opera house, ^^B 
! and all of his co-workers are theB 
" opera’s attractive, young, all-female 
, cast. Poor Ichiro only wanted to pro- 
tect his country, not stamp tickets for 
j ^ Cinderella, and is horribly depressed 
P until he learns the truth: The opera i 
P house is just a cover for Japan’s m 
I top secret military unit that uses B 
'PI experimental, steam-powered (it is ^ 
the ’20s, remember) mechs! It’s you 
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job to lead these^ mechs, 

SLL^jjP^. want to overthrow the |77TTTn7|T«n^ 

■ r■■ W t. When you’re not playing the |J||,||M||JiB>[jlTil 

A ^ beautiful, well-designed ™hitary 

^ strategy parts, you’re wandering lillilM 

^ halls of the opera house, solv- fnnTFTTl^ l ^^ 

5K. % ing inter-cast conflicts and hirt-|^m|H|i||||m 

'^1 t ^ \ ^th your favorite characters. 

^ Whenever you’re in a tough situa- 

tion or are asked a sudden ques- 1 1 WP ^T ! 

- ^ - tion by another character, you 

' ■ ■ have only a few seconds to 

.JBr Jfe ^ choose the answer (much like in - 

real life), and one of two sound 
effects will tell you whether or not your answer scored points 
in the questioner’s eyes. The sbc female leads are ranked in LJEIIIillHB 
order of how much they like you (via these conversation 
scenes), and the one who you have the most points with at the end falls in love 
with you forever. Awww. 

The game is broken up into episodes, each of which has an anime-style pre¬ 
view, a separate plot, and a varying number of strategy and “adventure” 
scenes. There’s plenty of animation in the game’s two discs, and the qual- ^ 
ity is astounding - although it is letterboxed, the Cinepak is absolutely the 
best ever on the Saturn, especially in the intro. Actually, every aspect of 
the game (except for maybe the repetitive soundtrack) is fantastic, with ^ 


character artwork, etc. 

Unfortunately, I can’t really 
recommend Sakura Wars as 
an import, unless you’re flu¬ 
ent in Japanese. The conver¬ 
sation scenes are literally 
half the game, and without 
the ability to understand the 
many important decisions in 
this part, the game wouldn’t 
be much fun. An American 
translation? Although it 
sounds ridiculous, 1 know of 
at least one company who’s 
thinking about it... I wouldn’t 
hold my breath, but I’d be 
fascinated to see how some¬ 
thing so off the wall and 
inherently Japanese could do 
here... Hey, I scoffed at first 
too, but now I’m hooked. You 
never know... T 
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nFVFinPFR . TUMV 1A I'*’®" think about % Speed Racer \s one of the 

UW better candidates for a cartoon-to-vi(jieogame 
PUBLISHER-TOMY W W transiation. i mean, a guy who races aii around 

the worid in a top secret car fuil of cooi gadgets - it’s 
FORMAT - CD practicaiiy a game in itseif! So it comes as no surprise 

i OF PI IYFR: .19 discover that Tomy’s iong-awaited Mach Go Go Go is ; 

u ruitHs-l-z a fl/dge flacer-styie driving Sim based on the antics of 3 

DIFFICULTY ■ INTERMEDIATE eponymous Mach 5. What may | 

come as more of a surprise, however (wel(,“t did to | 


come as 

us), is that the game is actually pretty good. 

On the surface, Mach Go Go Go looks like a hundred other Ridge Racer . 

rip offs. All the generic standard features are here: three courses (short, medium and 
long), a choice of automatic or mantial transmission, hidden cars (including Racer X), 
different viewpoints, an irritating commentary - everything you’ve come to expect from’ 
a PlayStation racer. And in the tradition of Burning Road, entire sections of the course 
(and soundtrack) seem to have been, er, ‘influenced’ by both Daytona USA and Ridge 
Racer (boy, have those tunnel builders been busy). 

The graphics are good - not quite in the same league as Namco’s classic - but still 
smooth and detailed, with a convincing sense of solidity. The sound is also above 
average, with authentic tunes and effects lifted directiy from the show. Unfortunately, the 
vehicle handling is a bit of a let down. None of the cars have the ability to power slide, 
Resulting in unrealisticaily sharp cornering. You do get used to it, but it’s a far cry from 
thefxhilaration of sliding horizontally around a tight corner in Ridge Racer. 

Mach Go Go Go does have two major things going for it. First,,the use of the 
license. The Mach 5 (the main car) retains its A-G gadget panel from the show. Eacf 
if used in a different fashion to aid your progress, nor- 
^ by allowing passage through one of the game’s 

aiany shortcuts. All three of the courses are just 






becondly, Mach Go Go Go is fast. And I mean really fast. Living up to its 
name, the sense of speed you get from playing the game inside the car POV is 
mind blowing. Burning through a tunnel at 340 kmh, the slightest bump in the 


road sends you flying into the air. Very cool. 

There’s no word on an official American release yet, but if the game 
gets picked up Stateside (a very real possibility, given the show’s 
popularity over here) it’li be more than worth checking out. K 
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• 3 GRAND PRIZE WINNERS WILL RECEIVE: ^ 

A SUPER NINTENDO ENTERTAINMENT SYSTEM^ WITH ^ 

DONKEY KONG COUNTRY 3: DIXIE KONG’S DOUBLE TROUBLE, ^ 
DONKEY KONG COUNTRY^'^ AND DONKEY KONG COUNTRY 2: , 

DIDDY’S KONG OUEST’^ GAME PAKS, AND A ONE YEAR SUB- ^ 

SCRIPTION TO GAMEFAN! [approx. RETAIL VALUE-$330) 


• 10 FIRST PRIZE WINNERS WILL RECEIVE: DONKEY KONG 
COUNTRY 3: DIXIE KONG’S DOUBLE TROUBLE GAME PAK AND A 
ONE YEAR SUBSCRIPTION TO GAME FAN. (approx, retail value- sao) 

• 20 SECOND PRIZE WINNERS WILL RECEIVE A ONE YEAR 
SUBSCRIPTION TO GAMEFAN. (approx, retail value ■ sssj 
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TO ENTER THE DKC 3 SWEEPSTAKES Sll\/IPLY PRINT 1 

YOUR NAME, AGE AND ADDRESS (CITY, STATE AND ZIP) ON 
A POSTCARD OR SHEET OF PAPER AND SEND IT TO: 

GAMEFAN MAGAZINE/SWEEPSTAKES, ^ 


5137 CLARETON DRIVE SUITE 210, AGOURA HILLS, CA 31301 

NO PURCHASE NECESSARY TO ENTER. PRINT YOUR NAME, ADDRESS AND TELEPHONE NUMBER ON A PLAIN PIECE OF PAPER OR A 3” X 5” CARD 
AND MAIL TO GAMEFAN MAGAZINE/SWEEPSTAKES, 5137 CLARETON DRIVE #210, AGOURA HILLS, CA 91301. ALL WINNERS WILL BE NOTIFIED BY 
MAIL MULTIPLE ENTRIES ACCEPTED, BUT EACH MUST BE POSTMARKED SEPARATELY. THE DEADLINE FOR ALL ENTRIES IS MARCH 
ALL ENTRIES MUST BE RECEIVED BY THIS DATE TO BE ELIGIBLE. GAMEFAN AND NINTENDO OF AMERICA INC. AND THEIR AFFILIATES ARE NOT 
RESPONSIBLE FOR LATE OR LOST MAIL. THE SWEEPSTAKES IS OPEN TO RESIDENTS OF THE UNITED STATES ^^CEPT EMPLOYES OF GAME^^^ 
MAGAZINE NINTENDO OF AMERICA INC. AND THEIR SUBSIDIARIES AND AFFILIATES. THIRTY-THREE (33) WINNERS INCLUDING (3) GRAND PRIZE 
WINNERS WI\LL BE SELECTED BY A RANDOM DRAWING ON APRIL 7, 7997 FROM ALL ELIGIBLE ENTRIES. ALL TAXES ON PRIZES ARE THE SOLE 
RESPONSIBILITY OF THE WINNERS. WINNERS RELEASE GAMEFAN MAGAZINE AND NINTENDO OF AMERICA INC. AND THEIR SUBSIDIARIES AND 
AFFILIATES IN ALL MATTERS RELATING TO THE USE OF PRIZES. NO SUBSTITUTION OF PRIZES OR CASH EQUIVALENT ALLOWED. ONE PRIZE PER 
FAMILY. WINNERS GRANT PERMISSION TO USE THEIR NAMES, ADDRESSES, AND PHOTOS FOR ADVERTISING OR PROMOTIONAL PURPOSES WITH¬ 
OUT ADDITIONAL COMPENSATION. SWEEPSTAKES VOID WHERE PROHIBITED BY LAW, AND OTHERWISE GOVERNED BY CALIFORNIA LAW. © 1996 
NINTENDO OF AMERICA INC. ™ and ® ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
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Af!E YOU READY FOR THE BmLE OF THE CENTURY?!! 

STREET.FIGHTERSMO.SUmHEROS FIGHTING SIDE BY SIOEH 


C apcom kindly granted us an audience to show us their latest 2Dl 
excursion into the Street Fighter legend. Although some may 
argue that Capcom have been milking the Street Fighter name for 
longer than anyone thought possible, no one can deny that all those extra 
versions have added a huge amount of playability and strategy to a once-jaded 
genre. Now we're coming up to the next big thing, the almighty Street Fighter 
III (which is already causing a frighteningly large amount of Interest on the 
Net), Capcom's new fighter to set the standard for the next five years. 


However, in order to plug the gap until this momentous occasion; and to 
ensure their arcade supremacy, Capcom has shocked the more righteous 
members of the arcade fraternity (well okay, Nick's not happy) by Intro¬ 
ducing the craziest cross-over ever seen In 2D fighting! The 
game? X-Men versus Street Fighter, 

From the very beginning, let me stress the word fun; you won't 
get too much strategy out of this title, as the emphasis is most¬ 
ly on spectacular X attacks, cool double-teaming and simple hits 
that cause multiple wounding. You won't be relying on expert 
precision to halt a barrage of flailing limbs; just power up and 
unleash your devastating special, then sit back and watch the 
pyrotechnics! Those who've played X-Men: Children of the Atom 
will be instantly at home here (identical play mechanics); this is 
essentially the same game with a couple of big differences; the 
hand-drawn graphics are even better, and there's a whole team 

m ^ 


of World Warriors anxious to test their might 
against (or even with) these powerful mutants! 

There's an initial choice of 17 characters to pick 
and you'll want to get to grips with all of them 
immediately! First though, you'll need to master 
the new premise that defines this game; tag-team 
action! Now your usual street fight pits one on one 
as usual, but players have the added option of 
switching between their team members at any time 
during the round. This doesn't just confuse your 
enemy; you can substitute a wounded team-mate 
and replace him with a healthy hero. The fight con¬ 
tinues, and during this time, your downed fighter 
heals up to prolong the bout and add to the tension! 


COMBINED ATTACK! 

f UP THE ENERGY AND UNLEASH! 


m^^GACTERS cm 
-AcimmmMmGT'^^'''^ m 

OWM TMT0ORK9 for YDlli 
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There's another reason to get all excited about this new beat-'em- 
up; the double character Specials! Providing you've powered your 
character up, he or she can summon their inner Chi (or mutant 
power), join with their tag-team mate and launch a devastating mul¬ 
tiple hit on a bewildered and soon-to-be-damaged foe. What's even 
more exciting are the different effects you get by combining two 
characters: Ryu and Cyclops, for example, execute a full-on optic 
fireball Inferno; whilst Bison and Magneto are content with some 
supreme psycho crushing. 

For ail these exciting addi- I 
tions however, I was expect- | 
ing more from the new char- ItBJ 
acters, but for the majority of I 
the newcomers, I did feel a lit- 
tie short-changed. For exam- I 
pie, the unfortunate Cammy I 
not only looks rather tired, ■ 
but animates without any I gFy 
finesse, and fails to produce L 

any exciting attacks at all. t 

Gambit has a commendable X- 
Attack involving those playing 
cards, but very little else; but | 

Sabretooth does look really 
menacing, and even employs 

his assistant Birdie of * ^ j||||j||^ 

his attacks! All the characters you've seen 

before have one or two new moves (Bison's 

fireball, which passes through foes and then 

explodes, and can be used to start a floating 

combo, while Ken and Ryu both have (gasp) ‘w 

air fireballs). Some backgrounds are slight- ^z 

ly flat, and drawn in the same X-Men COTA 

style, meaning the Street Fighter crew look “ ^ 

slightly out of place. Still, there's lots to look for on these stages 

(have you spotted that hairy green-skinned Brazilian yet?) 

The final boss (Apocalypse) looks somewhat disturbing (a huge arm 


and not much else) but Is horribly easy to kill ("Eat 
my flying foot!''), so gamers without friends shouldn't 
have much trouble finishing the one player. However, 
it Is the head-to-head bouts that the majority of 
arcade punters crave, and insert their quarters to 
play; and X-Men versus -miim--— 

Street Fighter is no excep- j 

tion. The arcade-meister 

will have this game licked in _ 

I a matter of minutes, but 
the newcomer should have IJ U Jli I JfMl 


K\^'SVV\V\V\N.\\.V 


I a whole lotta fun challenging their mates to 
I a spectacular exhibition of superhuman 
s skill with their favorite characters. I can't 
j wait for the home version to arrive, and 
! although disappointed by the lack of depth, 
j this is still a great 2D fighter. CH 




CHIEF HAMBLETON 

MORE X-MEN THAN 
STREET FIGHTER. 


miMMm^m mULAR battles with t he worlims strongest before 
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n NBA Live ’97, EA covers ail the bases via player and 
game options - everything from signing free agents, 
releasing stiffs, and forcing trades, to creating your own 
player, along with his skin tone, and the style of his facial 
hair. I’m a sucker for these options, customizing my team 
and the season. It took me about 20 minutes to get the 
game started, resulting in, among other things, a 7’10” 
bruiser that could shoot the three. 

Game time arrived and I was pleased to see clear and 
vibrant home team logos blazing upon shiny wood floors. 
The game itself invites a voyeuristic feel perched from an 
upper level vantage point, enhanced by courtside com¬ 
mentary. One disadvantage of this perspective is that you 
never really get quality close-up play. When I’m sitting up 
high at an actual game I tend to watch more of the game 
on the big screen monitors to get the blood, sweat and 
tears. I quickly came to terms with this perspective how¬ 
ever, and really appreciated the other coveted aspects of 
Live ’97 like all of this year’s rookie crops, cumulative 
stats throughout the sea¬ 
son (I love that stuff), and 
trade deadlines. Overall, 
Live ’97 is enjoyable 
especially for option 
lovers and stat freaks. 


JOB'5 
B>co:iB 




"STRAP** 


I’ve played both hockey games exten¬ 

sively this month (this and NHL ’97) and 
I’ve come away with this conclusion: I 
love playing both games. NHL Face Off 
has the crisper 3D engine, and better 
sound, but lacks the classic gameplay 
feel of NHL ’97. Everything’s still great, 
with multiple views, Create Player 
options, and full NHL support, but the 
gameplay Isn’t quite as refined as in 
NHL ’97. I’m not complaining, the game 
has top notch control, second-nature 
play-mechanics, and hot looks, but EA’s 
got experience on its side. 


VIEWPOINT 


"JOE* 


G][CJlP][M|[CL 
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Well, it ain’t WoridSeries2, but on the 

PS, Pennant Race is my “number one 
guy.” You got your red hots, your 700 
plus players, your stadiums, and all 
those juicy season options. Create a 
Player lets you bust out your own cus¬ 
tom pitchers and players, and the In¬ 
game options throw loads o’ views and 
fielding options your way. The cherry 
comes with the control, which is fan¬ 
tastic, instinctual, and beyond easy to 
pick-up. A baseball must-buy. 


® ® ® ® ® 


Wee-haw! 3D wrestlin’ on my 

PlayStation! Awesome texture- 
mapped polygonal stadiums and 
wrestlers, a blazing frame rate, and 
perfect camera angles combine to 
form a visual masterpiece. Kick in 
some freakin’ hot moves, dead-on 
control, and spleen busting realism - 
courtesy of great motion-capture - 
and playin’ Power Move is just like 
watching it...pure, anabolically 
enhanced, wrestling joy!!! 


^lcjLP][M][a 

® ® ® ® ® 


PlayStation 


Right off the bat the best thing about 

Face Off for me is the control factor. 
Hockey games in the past have players 
sliding ail over the place so that you 
can’t ever do what you intend, let 
alone catch up to the ever-moving 
puck. That fact alone saved my thumb 
muscle from cramping up after 5 min¬ 
utes, thus allowing me to enjoy the 
smooth play of Face Off and to actual¬ 
ly implement a little strategy here and 
there. I love the fast pace, too. 


G][C][P]|M][0 
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I was never into baseball games 

much, but I tell ya, this one had me 
smiling the whole time and I 
insisted on taking it home with me. 
It’s easy enough for a rookie like 
me to play, yet realistic enough to 
take it serious. Pius, I always 
associate baseball with “slow” but 
PR manages to put the heat on and 
comes up with a winner. 


GJLCJLPJiMim 
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Well It seems Power Move is a big i 
with everyone... everyone, exce 
maybe me. I have to admit I was quf 
taken with it at first and I couldn’t stc 
playing it. Movements were very reali: 
tic and the 12-Man Gauntlet mode w< 
challenging. But in the end, there wa: 
n’t enough for me; not in concep 
moves, action, graphics, music ( 
sound effects. Of course I didn’t hav 
any preconceptions going in nor was 
looking for anything in particular. Sorr 
just not for me. 


® ® ® ® ® 


G reetings, sports freaks, |oe Kidd here, fresh out of 
Nor-Cai, the iatest free agent signing on here at 
GameFan. Weli, I can hardiy believe I’m saying this, 
but it’s nice to be down from the Bay Area and in LA. I 
mean, sports^wise, I’m tired of Al Davis and his tireless 
Raider antics, games at the Oakland Coliseum with 
construction cranes in the background, the Giants’ 
Barry Bonds crying about his daddy, the Warriors and 
their paltry off-season moves... However, life in 
Southern California has begun on a good note, with my 
mighty (5-0) California Bears coming into Rlotville and 
taking down the University of Spoiled Children Trojans 
and their latex quarterback. Shaq is in the house along 
with Kobe, Eddie, Van Exel, Ceballos and Elden... Can 
you smell Championship? Tiger Woods has awakened 
from his slumber and is tearing up the fairways, 
Alomar’s loogle-hawking days have been cut short, and 
it’s been rumored that Michael Irvin will counsel him 
throughout his 5-game suspension. In hockey, it’s the 
first time they’ve had an NHL team in Phoenix. Can you 
Imagine... ice hockey in the desert? And they’re unde¬ 
feated! On the other hand. New York, a virtual hockey 
mecca In comparison, has united two of the best ever 
in Messier and Gretzky, and they can’t buy a win. 
Midnight Madness is upon us as college campuses 
everywhere get ready to hoop it up. But where are all 
the stars? With the recent exodus of undergrads flock¬ 
ing to the NBA, ala Kevin Garnett, it’s more like 
Midnight Mediocre. Well, I’m signed up for my NBA 
package on DSS. How I’ll watch 800 games... I’m still 
working on the numbers. In the meantime I’m lacing up 
the boots en route to the black top. 


OameFaii i t’s about time! NHL was beggin’ to be 32-bitl 
■ The next-gen facelift yields a great 3D tex- 
Iture-mapped polygon engine running the are¬ 
nas and players. There’s also a ton of cool trad¬ 
ing and Create Player options, as well as the 
expected season and playoff game modes. Did 
they mess with the gameplay we all know and 
love? Not a chancel Picture all that good stuff 
you’re used to (great control, accuracy, and 
feel), and throw in drop passes, fakes, and pin¬ 
point set-up shots. Every play-mechanic uses 
the PS pad to its fullest, and literally the entire 
gameplay experience hits you and stays with 
you within minutes. 
NHL ’97is a fine, fine 
update of the classic 
series. 
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YOUR FAVORITE PLAYERS EXECUTE THEIR 
REAL-LIFE, SIGNATURE MOVES. 
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I Hthe 

Acclaim championships 

in 

trying to toppie of NBA 

Jam: Tournament Edition (te\easefi in 
1996); with 

jaw-rattling body slams, and the 
other features 

made Jam ’96 a sports fanVaddiction. 
Jam ’96 proved to be so exciting that 
even a sore loser like myself fervently 
enjoyed losing for hours. 

And now, on with the preview. What was 
once a neck-breaking, full-court, 2-on-2 battle has suddenly slowed dhwn to 
the speed of a half-court game. Sculpturedmay speed things up by game time 
buM’m not convinced I want them to . The new polygonal 3D engine provides 


more realism; even goaltending penalties are calied much more frequently. In 
addition, users can now choose from several different offensive and defensive 
strategies. They’ve even added a dive feature where you literally hurl yourself 
at the opponent. Unfortunately, onq change that wasn’t made was not allowing 
us the luxury of making player substitutions until quarter’s end (maybe a bless¬ 
ing in disguise since the extended load time is somewhat of a buzzkili). 

Big name players are one of the main attractions of NBA Jam and .Yhas dou¬ 
bled the amount of stars (6 per team) to choose from, including all of the rookie 
standouts like Joe Smith; Damon Stoudamire, and Kevin Garnett. To enhance the 
playoff like atmosphere, a center court giant screen has beeh added, as well as 
cheers of “Defense!” from the crowd, along with Marv Albert’s relentless play-by- 
play. However, the crowd’s applause sounds more like Gary Player sunk a putt for 
par, rather than Shawn Kemp electrifying 20,000 beer drinkers. 

It appears in Xm have a more serious and realistic version of its predecessor. 
But are we losing the essence of the game which is found in fantasized exaggera¬ 
tion? I’ll be the first to admit that I don’t readily invite 
change to things I’ve enjoyed so thor- 

ferences 

Kind of like Sammy after David Lee Roth - 
different but good. We’ll wait to see and 
\ discuss this denial and acceptance thing 


JOE KIDD 

KIND OF LIKE SAMMY 
AFTER DAVID LEE ROTH: 
DIFFERENT BUT GOOD 
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NASCAR® Racing for the PC was the biggest racing game ever. Now it’s available for the PlayStation™ Game Console. 



Change tires, gears, suspension, and more to 
customize your car’s performance in Sim mode. 


• Totally realistic car physics 

• Customizable Simulation Mode or hop-in 
and-start-driving Arcade Mode 

• 1996 cars and drivers on 18 different tracks, 
including 2 fantasy tracks 

• Night racing on 3 tracks 

• Hard-rock soundtrack, realistic sound effects 

• Officiaily iicensed by NASCAR® 

• Also available on PC and Macintosh 



In car view puts you in the driver’s seat. Rear 
view lets you see the big picture. 



S 


I E R R A 


For more information, see your local software 
dealer or visit us at http://www.sierra.com. 
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©Sierra On-Line, Inc. ® and/or designate trademarks of. or licensed to Sierra On-Line, Inc. All rights reserved. Papyrus and Papyrus logo are trademarks of Papyrus Design Group, Inc. PlayStationTw and the PlayStation^M logos are trademarks of Sony Computer 
Entertainment, Inc. NASCAR® Racing is officially licensed by NASCAR®. 
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I ’m just a lonely sports editor. p 
For the past couple of weeks, | 
though, I’ve been keeping good 
company. My new buddy: Sony’s ^ 

NHL Face Off ’97. I’m GF Sports’ 
biggest hockey fan, and this game 
is one of the best I’ve ever seen. 

Face Off ‘97 \s so complete it’s 
scary. One look at the menus, and 
I’m seeing all the options I could 
ever need. You know, period length, 
difficulty levels, penalties, exhibition 
or season and playoff modes, etc. 

That’s all cool, sure, but step onto the 
rink and true hockey bliss is all yours. 

Gameplay has never felt this second 
nature in a hockey game. The goods: one 
button to get closer, one button to shoot, and one for 
your speed bursts. That, my friends, is the way it 
should always be. Combined with this easy control are 
play mechanics that the great Lord Stanley would be 
proud of. Moving your player is realistic up to a certain 
point (hey, you’re on skates, right?), but the skating is 
accurate, passing is hyper-instinctive, and the colli¬ 
sion detection during play and fights feels just right. 

If anything bad ever happens, it’s your 

I fault, not the game’s. 

The hot gameplay is surrounded 
by some scorching graphics and 
great digitized sounds. Players are 
well-animated traditional sprites, 
and the 3D rinks and arenas are 
I constructed of texture-mapped poly¬ 

gons moving at a silky 30 fps. 

I Besides the awesome textures cov- 

I ering the crowd and arena, you’ll 
I also see loads of team logos thanks 
I to the NHL license. Multiple views 
I are also included, so if you don’t 

- 1 like how you’re seeing the game, change it! 

Sony is on a sports roll 
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POWER PLAY: 

SCORE WITH AN EXTRA 
MAN ADVANTAGE 


THE FACEOFF; 

GET READY TO RUMBLE 


I’m sure they recognize just how impor¬ 
tant this genre is in determining success in the US. One thing’s certain: 
NHL Face Off ’97 is an amazing hockey game that should make a lot of 
people happy. JS 


JACQUES STRAP 

IS WOLFGANG 
PUCK AN 
HONORARY 
CITIZEN OF 
CANADA? 
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ony’s got a whole lotta sports joy lined up for PS 
^^players this fali. Joining the wicked NCAA ^ 

\kjGameBreaker wiii be NFL GameDay ’97, NHL Face 
Off ’97, and the game you’re iookin’ at right now, MLB 
^ Pennant Race. They’re all making a serious case for Sony 

|;^ to grab hold of the 32-bit sports crown from Sega. 

Pennant Race is a realistic simulation in every possible 
'''**>'• Using CD storage to its advantage, PR has both 
J Major League licenses (MLB and MLBPA) and includes 

” over 700 players, every stadium (texture-mapped and 

\ accurately measured), and every team. The well-animated motion- 

^ ^ captured players will actually appear in their home or away uni- 

5 forms, depending on the game... major realism! M 

The player moves and animations include lunging 
dives, turf-munching slides, jumping, and wail-climbing 
home-run saving catches (using lots of easy button/con- 
troller combinations). The coolest feature, as far as game- 
Ij , play goes, involves the use of the diamond-shaped PS pad button lay¬ 
out. Each button represents a base, so if you’re throwing to 
] second, for example, all you gotta do is press triangle (the 
\ top of the diamond) and it’s there. The game also shows 
i you the diamond layout when you’re pitching and batting 

_ and let’s you choose various styles and speeds (sinker, fast- 

ball pitches, and contact, power bats etc.) before beginning the play. 
^ Just like Bottom of the 9th, you’ll be “aiming” your swing with a little 
targeting circle. While it works better than in 9th, allowing for more 
accurate timing, I’m still not sure I like the idea. 

Everything else about Pennant Race is perfection. You 
can enter the playoffs, Homerun Derby, a 162 game sea- 
son, and create your own player (customize player attrib- 
utes like Speed, Arm, Glove, and more). Infield and outfield views and 
plays can be changed anytime, as well as stadiums. You read correct- 
ly, if you’re gettin’ sick of the stadium you’re in, simply load up a new 
on®’ mid-game, and continue! 

Overall, Sega’s World Series 2 remains my pick the base- 
ball king. MLB Pennant Race is, however, the undisputed 
champ of PS baseball and comes very close to 
matching the perfect feel that WS2 offers 
Comparisons aside. Pennant Race is one heck of a good 
baseball game. JS 
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Turbo, street Fighter the Movie ani 

Toshinden only two can I look back on and think “Now those were great." They 
both happened to be racing games, and one of them went on to be the top-selling 
PS game in America for quife a whiie: ESPN Extreme Games. No wonder - 
Extreme mixed Boarf ffasA-esque fun (beating your opponents bloody while careen 
ing about) with luscious polygon graphics that only the PlayStation couid provide. 

As you can see, Sony’s back with a sequel... Extreme. This sequel’s lost little 
except the ESPN license (it’s “xtremely” similar to the original) yet has gained one 
new event and better graphics. As in ESPN, you begin the game by selecting from 
an assorfmenf of OG athletes (is it just me or are there, like, /wo white guys in the 
posse?), or, via a cool new creation menu, make your own chailenger. You can 
distribute your points as you see fit, concentrating on one event or crafting a well- 
rounded competitor. From there it’s off fo one of the events: skateboarding, blad¬ 
ing, biking, and the newcomer, snowboarding. There’s a puzzling lack of fhe 
sfreet luge from the original, but don’t fret; snowboard is way cooler. 

The actual environments have been improved, and you can see way farther into 
the distance than you could in, er, “IXtreme,” but the biggest graphical upgrade 
has been given to the skaters themselves. They’re now either digitized people or , 
motion-captured so well it’s impossible to tell the difference. My only complaint j 
regarding 2 Xtreme's visuais at this early stage in its development is that no | 
locale, except perhaps Las Vegas, makes you think you’re really racing in what $ 


PlayStation 


it purports to be. In Africa you couid be sailing through the 
Grand Canyon but tor the rather small-looking pachyderms 
blocking the road, and Japan could easily be Sweden or 
Germany. It’s a small objection, as the extraordinary scenery 
will be flying by so fast you’li hardly notice. 

The gameplay remains largely the same, with a couple of 
additions: a revamped scoring system that gives you points 
not only for knock-downs, passing through gates or finishing, 
but for performing aerial tricks with button combinations, and 
power-ups that increase health, speed, strength and jumping 
prowess. Also, the number of tracks has been increased from 
five to twelve. Extreme is looking good, and i can already say 
that fans of the first game will be more than happy with this 
one. As soon as we get a final version we’ll have the review, 
so keep looking to GameFan Sports for an update! \R 
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T hanks to Activision, American gamers are about to 
experience the finest wrestling game ever made. 
Known as Toukon Retsuden in Japan, it’s finally show¬ 
ing up over here (un-licensed), as Power Move Wrestling, 
This ia a powerhouse 3D wrestler with some of the hottest 
gameplay available in any sports game. 

One look at the pictures on this page should be enough 
to hook you, but until you’ve experienced wrestling in a full 
3D environment, pictures can’t do PMW justice. The twelve 
wrestlers, four rings, and four arenas are constructed of 3D 
texture-mapped, gourad shaded polygons. Everything 
runs at 30 fps, so the wrestlers animate perfectly and the 
ring pans and zooms flawlessly. Since the whole 
game is moving in 3D, PMW offers two horizon¬ 
tal and two vertical views to help you keep track 
of the action. 

The hot graphics should keep any wrestling 
fan happy, but there’s enough gameplay here for 
even the most die-hard fan. You can slam a 
friend in vs. mode, enter the Power Move Pro 
Wrestling championship, league, or tournament. 
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and play it all in four difficulty levels. 1 spent 
most of my time in the vs. mode, but I’ve been playing 
and saving as I progress through the other modes too, 
and find them equally addicting, much like a polished 
fighter. The control is so perfect, it almost becomes 
second nature. Even the most complex moves are eas¬ 
ily executed and the response is instant. Perform spec¬ 
tacular flying moves in the ring and 
off the ropes, and then sit back in | 


* w 

GLITCQ 


I complete control of the camera and | 
play it all back. It’s like watching TV. 


PMW has one of the best replay 
options I’ve ever seen. From the lock 
up position, pull off slams, suplexes. 


drops, and throws (into the ropes or 
outta the ring), then when the chal¬ 
lenger’s down, bring on the crabs, arm-breakers, and 
painful submissions. You can fight outside the ring as 
dirty as you’d like, for a limited time. Change views 


and follow the concrete pounding action from every 
angle. 

The bottom-line: This is the best wrestling game 
I’ve ever seen or played. The wrestlers are cool, the 3D: 
are incredible. Even the ring announcer sounds awesome! 
comers alike to feel the power of Power Move Wrestling.. 
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E ver 

wanted 
to shoot 
some hoops 
with the entire 
Warner Bros, car¬ 
toon posse? Well 
PlayStation owners, now 
you can, with Acclaim’s lat¬ 
est movie to game license: 

Space Jam. Set to cash in, er, I 
mean, tie in with the movie of the same 
name. Space Jam is a wacky cartoon 
basketball ^simulation’ that takes the 
basic mechanics of NBA Jam and spices 
it up with a whole load of goofy ’toon 
stuff. Acme would be proud. 

The plot behind Space Jam is func¬ 
tional to say the least. Aliens have invad¬ 
ed Tuneland and issued a challenge to 
its inhabitants: an intergalactic basket¬ 
ball tournament to decide the fate of all 
tunes (1 thought that was meant to be 
‘toons’). And oh yeah, 1 almost forgot, 
somehow Michael Jordan got mixed up 
in the whole thing. Don’t ask. 

What this adds up to is a two-on-two 
or three-on-three basketball game fea¬ 
turing your favorite WB ’toons, and an 
army of zany aliens from the planet 
Veron. As 1 already mentioned, the 
game engine is based on NBA Jam^ 
which means that most of you will 
already be familiar with the four button 
control system (change player, 
jump/shoot, steal/pass and turbo). If 
not, it’s pretty easy to pick up. 


The 

graphics are high quality, with 
each character looking and 
animating like his cartoon 
counterpart. Sculptured 
Software has done a good job 
of capturing the ’toon’s person¬ 
ality, and ALL of the WB charac¬ 
ters are in there somewhere, even if 
they aren’t playing (see how many you 
can spot in the crowd). 

Turbo Jams sometimes produce 
character specific cartoon dunks (such 
as a Tazmanian Devil tornado, or 
Tweety giving Sylvester a lift) and the 
game has the same hectic pace that 
characterized NBA Jam. It may not be 
realistic, but it sure is fun. 

There’s more to Space Jam than just 
NBA Jam with WB characters (though, 
hey, that’d be enough for me!). For a 
start there are a bunch of cool sub¬ 
games such as hunting around trophy 
or locker rooms for items, a rebound 
contest, and a brilliant Micro Machines 
military-style Space Race with Speedy 
Gonzales. Success at these sub games 
can improve your on-court character 
attributes. 

I’ll be back for a full review of Space 
Jam next issue, but things are looking 
good at this point. Hey, any game that 
lets me make a team out of Taz, Wile E. 
Coyote and Daffy Duck is already a hit 
in my books. K 
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Offensive Coordinator 


A back-breaking 


filled 


tension-soaked 


utterly frustrating and 


entirely thankless job 


And it’s all yours 


Choose Player to Edit 


NFL ‘97’s exclusive Play Editor feature lets you design your own plays and run them with any offense in the NFL. 

So you’re offensive coordinator, you’re head coach, you’re in charge of all 1,500 NFL players. Now all you need is the game. 
Sega Sports" NFL ‘97. Play football like real football players play football. Only on Sega Saturn." 
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“No matter how much or how little you know about 
the video game industry, I’m sure we can all agree on 
two things: The industry produces way too much 
junk, and the industry can never realize its true 
potential as long as its 
products are regarded by 

the mainstream media as W _ 'I 

children’s toys.” f T 9 k 

- Miyaji, president of GameArts 
and now president of ESP, has an 
idea about how to change all this. 


EXCLUSIVE GAMEFAN INTERVIEW WITH ESP - THE CREATORS OF GO NET 


You may never have heard of GD-NET or ESP, but it’s a sure bet that their infiuence wiii extend far beyond the number of 
quaiity games they wiii inevitabiy produce, if successful; ESP could stand as a new model for the maturing video game industry, 
taking the industry’s true power out of the hands of financiers, and putting it in the hands of developers, where it belongs. 

The hot news in Japan is the formation of GD games - and what do you think is going to happen? 

NET, a game designer’s network, including The final product ends up being something you can’t 

the following 9 companies: Alpha System, even look at. Sometimes the financial Interests will 

Quintet GameArts CSK Stln? Trpasurp demand they publish the product, even when it’s only 4^1* - 

^uiiiiei, udmearts, l:>k, Ming, ireasure, haifiA/av Hnno Thn miii hn w..ii 


vidual companies will take responsibility for 


manu¬ 
facturing the titles. Let me give you an example.^ 
About five or six years ago, I visited a certain com- ' 
pany. This one game, which is now world famous, 
had just been developed. The game’s producer pre¬ 
sented his product at an executive meeting, but the 
executives said “There is no way we can sell this 
kind of game, so forget It.” But this producer’s wife 
and kids were playing this game every day, and 
loved it. So he said, “Please let me handle it. I’ll bet 
my life on this product.” Then, when the game final¬ 
ly went on sale. It sold millions. 

The point is, no matter how many MBA’s these 
executives had, they couldn’t have understood this 
because they don’t play games. The process is even 
more severe In the US, where people who make deci¬ 
sions usually have never even played the game, and 
can’t help misjudging things. As far as I’m con¬ 
cerned, they make mistakes because they have none 
of the “producers” I talked about earlier. 

The movie industry in Hollywood has this com¬ 
pletely down, but the game Industry In the US hasn’t 
got it yet. In my opinion, Hollywood became suc¬ 
cessful because they had a well-balanced relation¬ 
ship between creators and producers. If it is not 
constructed well, great directors like Akira Kurosawa 
can’t be brought up. So, ESP is not just another 
company - we established an organization that 
thinks seriously about reconstructing the industry in 

- order to make great games. 

For example, if you need 

10,000,000.000 yen (8100,000,000) 
(100 million) to create one game, do 
you think ordinary companies can 
afford this? What would you do? If 
it's Hollywood, they have the orga¬ 
nizational structure necessary to 
collect 8100,000,000 easily. There 
is a possibility that expenses will 
get this high in the game industry, 

TSP IS NOT JUST ANOTHER COMPANY, WE ESTABLISHED AN ORGANIZATION THAT THINKS SERIOUSLY 
ABOUT RECONSTRUCTING THE INDUSTRY IN ORDER TO MAKE GREAT GAMES” 

' ALL SCREENSHOTS TAKEN FROM GRANDIA, AN ORIGINAL SATURN GAME. SHOTS © GAMEARTS. ALL RIGHTS RESERVED. 


Mr. Youichi Miyaji, 

PRESIDENT OF ESP & GAMEARTS, 

is concerned not only with creating quality 
games for his own company, but in recreat¬ 
ing the entire industry through ESP. 


GF: First of all, please tell us what motivated you 
to establish ESP? 

I think the most important thing you need to do 
to make good games is to bring up good producers. 
A producer needs to know about game production, 
business, and financial matters. I think these are the 
three essential elements needed to be a producer. A 
producer has to have absolute authority on all matters 
that apply to his product. But, in Japan, this kind of 

construction has not yet been -- 

established. I don’t know about the 
US, though. Anyway, in reality, the 
most important thing is . always 
money. * ■ ■ 


And since the person 
who’s providing the funding and 
the producer are different people, 
the person who Is funding will cut 
in, and end up producing, even 
though he doesn’t know about 


GAME DESIGNERS NETWORK 
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pretty soon, after DVDs are released. To make the 
environment necessary to provide such financing in 
the future, we need to start changing the industry 
now. Right now, all an average game needs is about 
$1 million, but if you compare that to 10 years ago, ail 
we needed was $100,000. 10 times more in 10 years. 
So, I think that’ll rise to $10 million within 3 or 4 years, 
and from $10 million to $100 million in another 3 or 4 
years. Now is the time to change it. If a project is 
going to cost $10 million, they’ll need to get together 
investment funds. If that’s the case, we need to build 
up relationships and experience with venture capital, 
publishers, distributions, etc., otherwise we can’t cre¬ 
ate good products. I’m not saying everyone should 
make big titles, I’m just saying it will be necessary to 
be capable of making big titles. It is easy to under¬ 
stand ESP if you look at us from this perspective. 

GF: How about other people’s opinions about ESP? 

I think even Sega and SCE welcomed us. 
Increased quality is good for everyone In the industry. 
It is Important to be able to make good product. 
What’s to disagree with in that? 

I think the only people who will be negative about 
us are competitors, but there are none. Though ESP 
is a company. It’s really presenting a new way of 
being a game company. 

GF: So it’s not about creating an ESP brand? 

No, we are just presenting a new construction 
for making games. I don’t think many ordinary devel¬ 
opers can afford to make high quality CD-ROM 
games. I just think that we need a producer who can 
handle funding, profits, and coordinate things like 
that. If we don’t have it, it will affect our future in the 
game industry. Neither Japan or the US has this con¬ 
struction. I think publishers in the US are Irresponsi¬ 
ble about it. The game industry in the US is screwed 
up as well, right? 

This industry will be destroyed If people think these 
are just kid’s toys. That’s not true at all, this is an 
Industry of culture. Movies are part of culture, too. 1 
think Hollywood was the first to realized the impor¬ 
tance of this construction. 

GF: So, you just concentrate on those 9 companies? 

No, no. If other companies approached us, 
I’d have no problem. Even American companies. 
We’re just trying to introduce a new approach, and 
some new ideas. 


GF: Isn’t there a possibility that other companies will 
be impressed by your idea and try to establish the 
same type of companies in the future? 

I don’t mind at all. I welcome them to do that. 
That would mean our thinking was right. That’s why 
people copy established companies. I think that this 
industry would be better if this became the main form 
of construction. You use other people’s Ideas, that’s 
business. I simply think that today’s style Is wrong 
and my way Is better for everyone. 

I think imitation of an idea is everything, like Seven- 
Eleven. In Japan, large supermarkets were incredibly 
powerful. Everyone thought that convenience stores 
were too small - and they definitely thought that they 
wouldn’t last in Japan. So, 7-11 went through trial and 
error and now convenience stores dominate Japan. 
That’s not the best example, but the point is that 
someone has to guide these companies. If this plan 
fails, ESP will be worthless. But if it succeeds, and 
people realize that this way of thinking is the way to 
make a great product, everyone will start doing It. You 
know, there are so many awful games coming out, I 
think this is the way to break that situation. 

GF: So tell us briefly, what is ESP? 

We just want this industry to become an indus¬ 
try which creates great products, that’s all. I actually 
don’t care if boring games are released, or games that 
just target small niches. A game about cockroaches 
is available in the US, I like that [He’s referring to the 
PC game Bad Mojo. I think. -Ed.]. There are just too 
many losses in the industry, such as not releasing 
games that would sell, or releasing half-finished 
games. The reason this happens Is because there are 
too many pressures from businessmen. So, we need 
to make an industry for the people, by the people 
(laughs), otherwise this industry won’t grow. Even the 
movie Industry has been supported by people who 
loves movies. There are so many people involved In 
this industry who don’t like games. It’s just because 
you can make money, that’s all. People with MBA’s 
think that the game Industry is a good place for them 
to make money. I suppose that’s ok, but don’t you 
think we’ve had enough of those type of people by 
now? Those types are always thinking things like, “A 
genre called RPG seems to be doing well... Ok, let’s 
make RPGs and make money. Make an RPG!” The 
creators don’t even want to make an RPG, but since 


it’s an order, they copy someone else’s game and 
release It. Of course it’s going to sell a little bit. Then 
the businessmen would say, “Why do Final Fantasy 
and Dragon Quest sell so much, but not ours? Do 
they have more skilled people?” No, no, no, that’s not 
it! It’s all about the heart. Products with heart will 
sell, I think. I think we need people who love games 
and take them seriously to make this industry bigger. 
That’s what Hollywood’s like, right? 

GF: Will any other companies be able to join? 

Definitely. America, Europe, Taiwan, Hong 
Kong, Korea, it doesn’t matter where they’re from. 
We’ve had a number of Taiwanese companies 
approach us, and 2 or 3 more from Japan. 

GF: Are you thinking about establishing a sub¬ 
sidiary in the US? 

No, not a subsidiary or anything like that. I want 
to establish the idea itself, for American companies to 
get investment funds like we do and establish a simi¬ 
lar company [like ESP]. Since everyone would be 
investing. It would be everyone’s company, like a 
union. If there are any American companies that are 
interested, I will work with them. 

GF: Forgive me if I’m wrong, but it looks like ESP is 
leaning towards Sega... 

Exactly. That’s a strategic decision. PS users 
are becoming general users. Those general users buy 
2 to 3 games per system that they own. Then they get 
bored with them and turn to other interests. In Japan, 
Saturn and PlayStation have the same market share, 
but PS has more general users. So, actual game 
enthusiasts buy Saturn over PS. Those people collect 
games, so they buy 10 or more games for each sys¬ 
tem that they own. To appeal to those type of people, 
Saturn is the suitable system. Saturn users are gen¬ 
erally seriously looking for good games, which is not 
usually the case for PS users. PS users watch TV 
commercials and buy games. I think those Saturn 
users could be opinion leaders, because core users of 
Saturns tend, to also have PlayStations. PS users 
usually don’t have Saturns. So, these people can’t be 
opinion leaders, and they just say, “Oh, this is a good 
game...” So, until we establish our status, we value 
those core users. The next step will be to try to appeal 
to general users. 

Good product is common to the entire world. 

GF: Thank you. 
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The man who supports GameArts from the 
background. He also collects vitamins. 

GF (Game Fan): Why did you decide to remake 
the Lunar games for Saturn, instead of simply 
starting anew with Lunar 3? 

First of all, we were 100% sat¬ 
isfied with the final product of Lunar 2. But after 
that, when we looked over Lunar 1, we all came 
to the same opinion, that we could’ve done 
more with Lunar 1. So we decided to work on 
part 1 one more time, and, as you will find out 
when you play it, this one is even better than 
Lunar 2. Of course, it’s naturally going to be 
better on the Saturn over the Sega CD, but 
we’ve made every aspect of the game - quality, 
scenario, sound, animation - first class. 
Therefore, to answer your question, the best 
answer is to actually play it. 

GF: Why did you consign this game to 
Kadokawa Shoten to release it? 

We wanted to expand our presence into 
many different mediums, so we decided it would 
,be good to work with Kadokawa Shoten. 

* (Kadokawa Shoten is a very famous Japanese 
publishing house, and their union with 
GameArts has also produced various books, 
manga, etc.) 

GF: What changes have been made, compared 
to the original Lunar? 

There are just too many to mention. It’s a 
totally different game. 

GF: So, you mean the story is the same, but 
everything else is different? 

No, everything \s different. We changed the 
whole thing, even the story. I guarantee you 
that people will be moved to tears when they 
play this game (laughs). 

GF: Has the music also been improved? 

Like I said, everything has been powered 
up. All I can say is you won’t understand unless 
you play it. There’s about three times as much 


of everything. Think of it as a 30+ hour master¬ 
piece movie. Except, since movies are usually 
only about 2 hours, it’s hard to draw fully-real¬ 
ized characters and settings. Since we chose to 
make Lunar as a video game, we could draw a 
much more fully realized world. 

GF: What is the game’s main sales point? 

I think that It will make everyone who plays 
it very happy. 

GF: But there’s no one aspect over all others 
that will make people say ‘'Wow! This is awe¬ 
some!”? 

Well there are many very memorable 
scenes, but no one area that really stands out. 
You know the feeling when you see a really 
good movie, and you’re like, “Wow, I’m really 
glad I saw that.” It’s like that. It doesn’t matter 
what system it’s on, it’s just the feeling that, “I’m 
glad I’ve spent so much time playing this 
game.” 

GF: So, you mean you want consumers see this 
as a piece of work that surpasses all formats? 

Yes, all I want is for consumers to see that 
this is a piece of art that happens to be 
expressed as a video game. 

It’s the storyline that I have the most confi¬ 
dence in. I don’t know what the English version 
will be like, but I tried to build this story out of 
the fundamental feelings that every human has, 
so I think everyone will love it. Things like love, 
courage, and the spirit of adventure. This isn’t 
the usual save-the-world type story. You don’t 
care about that sort of thing. It’s like you want 
to save a girl that you love and happen to save 
the world along the way. In Lunar, when you’re 
asked “Which would you choose, to save your 
girl [Luna] or the world,” you choose Luna. Of 
course there will be many bad guys In the game, 
but even the bad guys are living within the 
realm of human reason, and from their perspec¬ 
tive, they’re really not that bad at all. Of course, 
those guys wouldn’t understand things like the 
power of trust. I’m pretty sure that American 
people will also be fascinated by this story. 
Nowadays, it’s become hard to judge what’s 
good and what’s bad. This story is not encour¬ 
aging the good and punishing the evil. This is 
not a preaching kind of story. It’s an emotional 
story made with sincere human feelings. 

We want the player to feel that they’re gradu- 
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ally falling in love [with Luna], and then the feel¬ 
ing of “I have to save her” comes naturally. And 
also, in American comics, the bad guys are all 
truly evil, aren’t they? But it’s not like that in 
Lunar... The villains are like real people, and if 
you see things from their viewpoint, they’re the 
one’s who are right. You have to compare 
what’s good and bad from each character’s per¬ 
spective. For that reason, I think this is a very 
adult story. It’s not for kids. 

GF: So you mean the target age of this game 
is... 

Probably 18,19, or older. I’m pretty sure 
that that age group will be purchasing it the 
most. So, we are not targeting kids. It is about 
the romance with love and courage, but we did¬ 
n’t make this game to fawn to kids. Adults can 
handle this game, so I think that 20 to 30 year- 
olds are the ones who will be happy with this 
game. Of course, kids are always looking 
upwards, so even 12 year-old kids would have 
fun with what 18 year-old kids are playing with. 
Don’t you remember when you were 12 years 
old? Weren’t you interested in adult stuff? 

So, we can’t fool people with this story. Even 
Disney movies are not targeting kids only. 
Adults can certainly understand and have fun 
with their stories. If Disney only targeted kids, 
they wouldn’t have to spend that much money 
and insist on such high quality. 

GF: By the way, when’s the release date for 
Lunar? 

October 25th. 

GF: Please tell us more about Lunar the Magic 
School (Mahogakuen). 

This is a gaiden (a supplementary story). 
We will use the actual Lunar environment, but 
all of the characters are different. If 1 and 2 
were epic dramas, this Magic School is like a 
weekly TV high school drama. I just wanted to 
make a high school drama about the school of 
magic. There are teachers and students, and 
the students grow up as you play. A lot of the 
production staff Is different from the regular 
Lunar team, and it’s become a game with a def¬ 
inite comedic touch. 

GF: How about Lunar 3? 

I can’t say anything, except that the 
changes won’t be any more dramatic than they 
were in the change from Lunar 1 to Lunar 2. 

GF: And Lunar 2 is also going to be released on 
the Saturn? 

Yes, Lunar 2 is almost done. We will 
release Lunar 2 around June ’97 and after that 
we’ll either release 3 or something totally new. 
We haven’t decided yet. 

GF: Thank you very much. 


NOTE: The more sophisticated readers of 
GameFan will already have noticed that 
the game shots that accompany this 
interview are actually taken from another 
forthcoming GameArts product entitled 
Grandia. The latest shots of Lunar: the 
Silver Star Story \N\\[ be shown in the next 
issue. Sorry Folks! 
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Hey there, friends! I know this column’s been away for the last couple 
of months, but believe me, you haven’t been missing much. Although 
Evangelion's finally out, and there are still a lot of good continuing series, 
most of the stuff we’ve been receiving lately has either been rereleases, 
old 80’s stuff, or porn. It’s pretty funny, really... The best animation I’ve 
seen this month was in Sakura Taisen, Policenauts, and Psychic Force\ 
But hey, let’s sift through this month’s pile, there’s got to be something 
good there, right? And I’ll see you next month with Panzer Dragoon and 
a bunch of other treats (hopefully). 


This cute little tape Is brief, with only 
^ I ii 11 15-mlnute episodes. 


but has a lot of energy and good ideas. It’s basically the 
old Alice in Wonderland storyline, but all of 
Lewis Carroll’s classic characters 
I are now attractive, busty, scantily- 
/ clad women. Okay, so the poor old 
^ / guy’s probably turning over In his 

I grave right now, but everything in 

^ . _ / Miyuki-chan is pretty tasteful. After 

^ \ 7 6*^tlre thing was written and 

\ : ij drawn by women, and not just any 

jl women, but the very talented women 
CLAMP (who brought us X and 
P / 7 RayEarth, among others). 

ll '^ot much dialogue, and the 

pace is pretty frantic, but the 
animation quality is good and ^ 

' whole thing keeps you on / ]] 

^ /' 1 while it lasts, which J A 

-/■ ■ / 9 ®^ J4/ 

/ / past the endlessly looping 
I and incredibly annoying [ • V 
soundtrack, Miyuki-chan is y 

definitely worth a look, but 
nothing to get too excited [ k 

I about ^ 7 
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This one’s been available for years, but it’s just been rereleased 
and I’ve found it especially interesting in light of Evangelion, the 
masterpiece this same team went on to create. Of course, 
Gunbuster (Am For the Top!) dates back to 1988, and the anima¬ 
tion certainly Isn’t going to impress anyone spoiled by today’s high 
standards. 

But good stories never get old, 
and Gunbustefs was a classic. 

Evangelion fans will see much remi¬ 
niscent of that series’ style, but the 
well-drawn characters and the high¬ 
ly emotional storyline can easily be 
enjoyed by anyone. This is one of 
the few classics that any anime affi- 
cionado should be familiar with. 


Hey, I’ll level with you guys 
here... I really couldn’t care less 
about most of the so-called classics 
out there, but I know a lot of people 
hold much of Japan’s early 80’s output with much reverence. As for 
me, well, whenever I see so-called “Japanimation” that has production 
less than that of Scooby Doo, well, it sends a shiver down my spine. 

Armored Trooper Votoms falls right into that category. It’s not for me, but If you’re a fan of classic 
animation, and can enjoy Votom's storyline without minding the cheap animation and annoying sound¬ 
track, well, more power to you. 



Before the now (somewhat) famous Patlabor movies, there was 
Mamoru Oshii’s long-running TV series. Although It’s a good eight 
years old now, its high animation standards and excellent Oshii 
direction make it relevant even today. 

The story is similar to that of the movies, but with a heavier 


emphasis on character development and action, as opposed to the 
obsession with incredibly intricate 
plotlines that made the movies simul- 
taneously fascinating and somewhat m 

^^^q 9|||||B[|[||||||||||||||^ dull. That formula works well in the 
TV series, and although there are countless better anime series out 

there, there are certainly a ton of worse ones as well. IB 


Like Cutey Honey and Devilman, Violence Jack is the work of one of 
anime’s founding fathers. Go Nagai. The back of Violence Jacks box 
describes him as a “master of the macabre,” and that’s a pretty fitting 
description. But I can think of a better one: that guy is one messed-up. 
And though that would usually be accompanied by a wink 


dirty old man. > 

and a grin coming from me, I definitely don’t intend for it to be compli 

mentary in ||||V VB|HH|BB|^^B 

Violence Jack is possibly the most ^Br: ^ 
tasteless bit of anime I’ve ever seen 
(and that is saying a LOT), an amazing feat considering how little 
action It actually has. The storyline is worthless, the characters are 
ridiculous, and the animation is beyond cheap. Unless you’re a big 
fan of rape, dismemberment, and various combinations of the two, 
you’re not going to find anything with any redeeming value In this 
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Dear Postmeister: 


I’ve never written to you before, and I was 
wondering if you would be so kind as to shed 
some of your divine light on a few of my hum¬ 
ble questions. The questions are in order of 
decreasing importance, so I’d be exceedingly 
happy if you would go so far as to answer 
even the first few. Well, here we go: 

1) I heard Crystal Dynamics is making Ghost 
Rider tor the PlayStation. Well, Ghost Rider 
happens to be my favorite comic book, and I 
happen to have a Saturn. Any chance of see¬ 
ing It on Saturn? We don’t want any dissatis¬ 
fied customers around here, now, do we? 

2) Are you guys going to review the Saturn 
import Metal Black, or is this one of those 
cases (like with Don Pachi) where it’s too 
BAD to even consider reviewing? What 
about Shinrei Jusatsu Taromaru? Will 
GameFan review Strikers 19457 That I 
HAVE played and I think it’s very good, but 
too short. What do you think? 

3) In “Other Stuff,” I read about Castlevania 
coming to PlayStation. Is KonamI going to 
be lame about not putting out a Saturn ver¬ 
sion, or will we at least see it on the 
Japanese Saturn? 

4) Say for instance that Capcom does release 
some of their upcoming fighters on the N64, 
like Street Fighter III, SF Alpha III, and 
DarkStalkers II. What would be the chance of 
seeing them on any 32-bit systems? 

5) In the Gen 32 section. It says “KoF V5 
and Samurai Shodown ///will both be exclu¬ 
sive to the PlayStation before the Saturn 
versions hit (if they hit at all...)” It’s that last 
part that hit me... “if they hit at all.” I thought 
a Saturn version was definite? Damn it, am 

I smelling some “PlayStation favoritism” 
among these game companies? 

6) Are there any more shooters on the way for 
the 32-bit systems? New ones, re-released 
ones? How about conversions of Alpha Plus, 
Saint Dragon, Strato Fighter, or 19XX7 And 
when’s Darius Gaiden II coming? 

7) This Is going to sound kind of silly, but you 
know what I wouldn’t mind seeing on the 32- 
blt systems? You got it, Adventures of Bayou 
Billy 2\ Now THAT would make my day! 

Well, that’s it for now. If you don’t print any 
of my questions, at least my concerns would 
have been heard, and perhaps shared, by 
someone In your LOFTY positions (at the very 
least I hope they entertained you). I’m also 
bugging some of the game companies out 
there with letters, so don’t think I’m just using 
you to empty out my complaints on. Now I 
think I’ll go and write Capcom, Konami, etc., 
some letters of “Titanic” proportions. 

“Throat Warbler Mangrove” 

Ventura, CA 



Ah, it does the Postmeister good to receive a 
letter from such a polite and respectful 
young... urn... Warbler. Ah, Warblers... Such 
beautiful birds, and they’re good eating, too! 
But anyway, yes, I suppose you HAVE enter¬ 
tained the great Postmeister with your silly lit¬ 
tle questions, and as I’m in a generous and 
giving mood, I will deign to answer each and 
every one of them. 

1) Well, I have good news for you! Ghost 
Rider has been cancelled. Hmm, well, it’s 
good news in a spiteful, nasty sort of way, I 
suppose. 

2) Metal Black wasn’t particularly bad, it’s just, 
you know, obscure, early ’90s arcade shoot¬ 
ers... Who really cares? Ditto with Strikers, in 
my opinion. We will review Shinrei Jusatsu 
Taromaru if it ever comes out. I’m starting to 
lose my patience with that one. 

3) I’m afraid it’s a PS-only project for the time 
being. It’s certainly possible that they’ll port it 
over when they’re finished, though. 

4) It’s pretty unlikely that any of those will 
ever see the light of day on the N64. First of 
all, the CPS-III is a CD-based arcade sys¬ 
tem, and the required cartridge size would 
have to be beyond anything anyone’s ever 
seen before. Secondly, Capcom has 
repeatedly expressed concern with the price 
of N64 carts, and have not thrown their full 
weight behind the system for that reason. 
Capcom of Japan president Kenzo 
Tsujimoto did say that they might reconsider 
after the release of the Bulky Drive, though 
(Capcom is working on at least one N64 
title, but I don’t think it’s an arcade conver¬ 
sion). Anyway, even if Capcom did decide 
to make SFIII exclusive to the Bulky Drive, a 
perfect conversion would require over 3 
discs (and possibly more 2D power than is 
capable on the N64), and that’s not likely. 
So while you may start seeing Capcom 3D 
titles on the N64, their 2D titles would prob¬ 
ably be better served on the 32-bitters. 

5) Well, the only companies involved in this 
decision are Sony and Sega, and I’m 
guessing that at least one of them (Sony) is 
somewhat more partial to the PlayStation. 
The deal is that Sony paid SNK for the 
rights to release these games, plus a little 
something extra for the 3-month exclusive. 
Sega has yet to announce that they’ve 
licensed the games at all. 

6) Haven’t heard anything about either of 
those... But the next Darius game will be 
Taito’s G Darius, their second PlayStation 
hardware-based arcade shooter. The first, 
Ray Storm, is coming out in Japan in January 
(and it’s incredible, by the way). Let’s hope 
Acclaim will release that here, and G Darius 
too, when that comes out. 


7) Of all the 8-bit games to wish for a sequel 
of... Bayou Billy? To each his own, I suppose. 

Dear Postmeister, 

First off, GameFan is second to none in the 
gaming magazine industry. You people really 
do care, and It shows in your work, game 
reviews and previews, clear game shots, 
humor, etc... Great job! Now, my feelings 
about Capcom. They sure pissed off a whole 
lot of gamers when they cancelled AD&D 
Tower of Doom. This game was the reason I 
bought a PlayStation! A pox on Capcom for 
making such a stupid business decision! 

But alas, a glimmer of hope, Dragonheartl 
I pray that this game Is my saving grace. My 
only fear is that Acclaim is doing it, and my 
confidence Is as shaky as a 500 pound man 
going Ice-fishing on a small lake in mid- 
March... Crrraaccckkk... Splash!!! Get my 
point? So please tell me your opinion of 
Dragonheart, and any possible 
action/adventure games in the future for PS, 
Saturn, or Nintendo 64. 

Thanks, 

John Gurnee 
Appleton, Wl 

Well, Capcom claims that the conversion of 
Tower of Doom failed quality control, but I 
agree that they should keep trying. I mean, 
they have to get that out so they can begin 
work on Shadow Over Mystaria, which hasn’t 
been announced for anything either. Haven’t 
played Dragonheart yet, looks okay. 

Dear Disgruntled Postmeister, 

GameFan rules! Your anime section is 
awesome. Anyway, being a loyal Sega fan 
(you heard me right!), I have a few questions. 

1) Will we ever see Lunar 37 Please say yes! 

2) Will games like Indy 500, Rail Chase 2, and 
Die Hard Arcade be out on the Saturn? 

3) Do you have the slightest idea how Sonic 
X-Treme Is coming along? 

4) Will any RPGs like Albert Odyssey 
Gaiden, Lungrisser III, Phantasy Earth, 
Blue Seed or Wrinkle River Story ever 
come to the US? ’Cause if not, I’m buying 
a converter and a Japanese college student 
to translate the stories. 

5) Is the Saturn Universal Adapter worth 
buying? 

6) Since Virtue Fighter III will be hard to con¬ 
vert for the Saturn, would it be possible to use 
a RAM cart to store the backgrounds? King of 
Fighters ’95 did. I think by doing this it would 
allow more room for character graphics. 

7) Any news on a Saturn 64? If so, will it be 
an add-on or a separate system? 

Sincerely, 

Wes Ruscher 
Mission Viejo, CA 

1) Yes! but not for at least a year or so. 

2) It seems that Sega’s passed on Indy 500, 
and I’ve heard nothing about Rail Chase 2. 
But Die Hard Arcade is pretty likely, as it’s run¬ 
ning on Saturn hardware already. 

3) Slowly, it seems. Sega’s plans seem very 
ambitious, and that’s why Sonic X-Treme’s 
been delayed until next year. It’s still way 
too early to judge. 

4) Albert Odyssey Gaiden is on its way 
from Working Designs, and I know a few 
companies are going for Lungrisser ML 
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Blue Seed and Wrinkle River Story look 
like lost causes (trust me, you’re not miss¬ 
ing much), and Phantasy Earth’s existence 
still has yet to be confirmed! 

5) I haven’t had any problems with it. 

6) It’s not memory that’s the problem, it’s the 
lack of polygon processing power. Rendered 
graphics take up very little memory, but 
Virtua Fighter III employs about ten times as 
many polygons as the Saturn can handle 
comfortably. An adequate translation would 
either require an unlikely programming mira¬ 
cle, or some sort of upgrade chip. 

7) No news, and I’m sure there won’t be any 
for a very, very long time. 

Dear Postmeister, 

We are so friggin’ ticked that they took 
Sailor Moon off the air... Where do we send 
the bomb so they can get the message? 
The sailors rule! They’re great influences 
on kids and my brother just absolutely 
loooves their miniskirt outfits! 

And what’s the deal on Teknoman? They 
also took that off the air. It’s getting to be that 
you can’t turn on the screen to watch good 
anime anymore. And don’t get my brother 
started on Dragon Ball. 

And now, the games: 

Enix, what’s up with them? The Super N. 
has been out for 5 years, and there hasn’t 
been a single Dragon Quest game released 
on it. Well, not over here. And what about 
Square? No Romancing Saga 37 I hear 
both have quit bringing games over here, 
unless Sony brings them over. 

Is there going to be a Dragon Force 27 
The first is amazing. And what about Lunar 
the Silver Star Story7 

On to box art... When my brother gets hold 
of the moron who drew the cover for Ranma 
1/2 Hard Battle, he’s going to strangle them. 

I don’t blame him. I can draw it better. (Skip: 
‘Til rip them from limb to limbi”) When some¬ 
body messes with Rumiko Takahashi’s art, 
they deserve to be dragged out into the 
street, lynched, shot, connected with two 
trucks going in opposite directions, while 
doused with gasoline and set on fire (once 
again, my brother’s two cents). 

Oh yeah, there are girls that play video 
games. I’m one of them. My brother is going 
as Ryoga for Halloween. Need I say more 
about where his loyalties lie? Skip wants to 
ask if Devil Summoner is ever coming out, 
too. Well, that’s our damage for the month! 
Continue to rock. 


Tara the Soaring Hawk 
& Skip the Godfather 

Wow, clearly cartoons have been a great 
influence on you two. It’s always good to see 
youngsters turn to violence to protect their 
network TV viewing habits... ’Cause hey, 
that’s what America’s all about! Speaking of 
vioiently defending viewing habits, I have 
some Sailor Moon-re/afec/ messages to con¬ 
vey. I have no idea how my beloved letter 
page has turned into the Sailor Moon equivi- 
lant of the Soldier of Fortune want ads, as I 
really couldn’t care less, but in the interest of 
inspiring the apathy-ridden youth of today to 
take a stand for something, and also to 
ensure the safe return of certain family mem¬ 
bers that have been taken hostage by the 
‘Save Our Sailors” people, here goes: 

Whine to the Sailor hAoon-cancelling folks at 
Die at: 

Die Entertainment 

Fan Appreciation Department 

303 N. Glenoaks Blvd. 

Burbank, CA 91502 

and sign the virtual petition at 
http://looney.physics. sunysb. eduZ-^daffy/sos. 
These addresses from Derek Pryor and 
Cedric Ordonez. And hey, though I may 
grumble, I really do endorse the seml-noble 
quest of these Sailor Moon fans. But you 
better believe that if any DIC executives 
mysteriously vanish in the near future. I’ll 
waste no time in directing the FBI to the 
home of ‘‘Soaring Hawk” and “the 
Godfather.” Heh heh... 

And getting back to their questions, Enix 
no longer exists on this side of the Pacific, so 
unless a company like Nintendo licenses 
their products, you’re not going to be seeing 
any of their titles here. Square’s back in busi¬ 
ness, though, although they’re only consider¬ 
ing their future PlayStation titles, none of the 
older classics. I don’t think a Dragon Force 2 
is in the works, but I know some of the mem¬ 
bers are at work on another simulation/RPG 
by the name of Terrafantasla, that Sega of 
Japan will be announcing soon. Sorry, Skip, 
but Devil Summoner’s prospects depend on 
the success of Persona for the PlayStation, 
and you won’t see it for a while, if at all... ) 
know that’s not what you wanted to hear, but, 
urn, please... no reason to get violent... put 
down the knives... 

Dear Postmeister, 

As a die-hard RPG fan for the past ten 



years, I gotta say that I’m 
really sick of hearing com¬ 
panies make such state¬ 
ments as “RPGs do not sell 
In America” or “It’s really 
hard to translate an RPG.” 
Come on, we all know the 
reason RPGs do not sell is 
because they’re usually out¬ 
dated and of low quality. 

1) I’ve heard a rumor saying 
that SCEJ has completely 
taken over the operation of 
SCEA and everything that’s 
made by them Is coming out 
here? Any truth to that? 

2) Does SCEA have any 
other third party companies 
that make only RPGs, 


besides Square? 

3) Is SCEA planning on bringing RPGs other 
than Beyond the Beyond and Arc the Lad7 
How about Wild Arms and Popolocrois7 

4) What’s the chance of us (Americans) 
playing Final Fantasy Tactics, Saga 
Frontier, and other well-known Square 
RPGs in English? Is Square going to 
release only two games a year again? 

5) I haven’t heard about these two games 
for a while, is Konami still going to release 
Genso Suikoden and Policenauts on the US 
PlayStation? How about Breath of Fire 3 
from Capcom? 

6) Now that neither Enix or Square is with 
NOA, who else is going to support Nintendo 
64 with RPGs? 

7) Is there still a chance to see Dragon Quest 
6 or Tactics Ogre on SNES? Or Is Lufia2\he 
end of the 16-blt era? 

8) For the first time I’m really thinking about 
getting a Saturn because of all the RPGs. Do 
you think either Sony or Nintendo is going to 
prevent me from making the biggest mistake 
in my short-lived life by countering this RPG 
attack from Sega? 

Daniel Lin 
Placentia, CA 

1) No, nothing like that. But they have been 
a lot more open to fringe games lately. 

2) When you have Square, do you need any¬ 
one else? 

3) They’re thinking about them. Wild Arms 
looks pretty likely. 

4) We’ll see... Supposedly this is a whole 
new Square with a whole new staff and 
exciting new priorities and all of that, but I’ll 
believe it when I see it. 

5) Ah, Konami’s still on our side. Genso 
should be out immediately, and shortly fol¬ 
lowing (early ’97) will be another 
PlayStation strategy/RPG, Vandalhearts 
(much more on that one next month) and 
Policenauts for the Saturn (but not the 
PlayStation). Breath of Fire 3 should hit at 
around the same time frame. 

6) Enix is still with Nintendo, at least for now. 
Rumor has it that they’ll be taking Dragon 
Quest elsewhere, but they have at least one 
RPG (of sorts) coming for the N64 (Wonder 
Project J 2) and supposedly a few more in 
the works. Nintendo’s working on Zelda and 
Mother (Earthbound) 3. 

7) i’m sorry, friend. But sometimes you just 
have to let them go... 

8) Sega’s RPG attack isn’t proving to be as 
ferocious as I might have hoped... A lot of 
titles for every system are being announced, 
but very few of them materialized. In my 
opinion, Sony’s on top right now with 
Suikoden and Persona, but if Working 
Designs can start getting their line-up out 
there (Dragon Force, RayEarth, and Lunar) 
then Sega’s definitely still in it... 

And that brings another lovely episode of 
the Postmeister to an end. A brief note to 
readers: It’s not that I only publish questions 
about RPGs and Sailor Moon, it’s that that’s 
all I GET. I used to have such great variety, 
letters from psychos obsessed with all man¬ 
ner of things... What’s up, people? The 
Postmeister loves you all! Well not you 
Jaguar people, but everyone else! Write in! 
Seize your moment of glory! The 
Postmeister is waiting! 
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In celebration of the recent launch of the Nintendo 64 
here's all the info we could dig up. PS: We looked 
under a lot of rocks. 


PLAYER 1, WILLIAMS SECRET WEAPON? we’ll witness the debut of Zelda 64 for 
After only 2 months of work on the N64 the 64DD, along with Capcom’s official 
version of Robotron X, developer Player announcement that they ARE develop- 
1 is almost ready to start work on the ing games for the N64. The Japanese 
N64 version of... wait for it... Joust 3D\ press however, states that neither the 
Whiie the concept and game design are 64DD nor Zelda wiil be present. There 
neariy compiete, Piayer 1 has informed should also be playable versions of 


It’s the end of the year and the whole 
industry is buzzing over the record- 
breaking two day sales of the N64. On 
September 29th and 30th Nintendo sold 
approximately 350,000 units: 150,000 
pre-sales, and 200,000 walk-in purchas¬ 
es. Nintendo is also set to release a fur¬ 
ther 300,000 units on October 11th. 
According to sources at NOA, Nintendo 
will release a further 300,000 units every 
3 to 4 weeks accordingly until the end of 
the year. Nintendo estimates that the 
total number of units sold by the new 
year could be as high as 1.2 million. 

RUMORS, RUMORS, RUMORS... NOT! 
The biggest story floating around is that 
the US version of SM64 may be released 
in Japan as Super Mario 64 Special] For 
some reason Miyamoto feels that the 
extra voice and fixed bugs constitutes a 
more ‘complete’ version of the game 
that true fans will not want to be with¬ 
out. Besides that, sources at NOA 
recently disclosed that the Japanese 
version of SM64 was not 64 megs as 
previously reported, but 52 megs. The 
US version, on the other hand, was 
actually 64 megs. 

N64 LODE RUNNER? 

Yes, it’s true. A company named Big 
Bang Software (based in Bellevue, 
Washington) is working on a N64 ver¬ 
sion of the timeless platform/puzzle 
classic Lode Runner. This version will 
feature real time 3D and multiple Super 
Mario 64-style camera angles. 
Production has just begun, so don’t 
expect to see anything on Lode Runner 
64 until the 1st quarter of 1997. We’ll 
keep you posted. Not. 

VIC TOKAI JOINS THE N64 TEAM! 
Another fighting game is on its way to 
the N64 courtesy of Krono Digital 
Entertainment, the team responsible for 
Eternal Champions 2. Dark Rift was 
shown at the Alias/Wavefront booth of 
the Japanese Tokyo SIGGRAPH show a 
couple of weeks ago, and spectators 
who saw the demo reported that it was 
graphically on a par with SM64. The 
gameplay might need a little work 
though. In spite of this we have an inter¬ 
view lined up with KDE for next month, 
along with some shots of the game. Vic 
Tokai is looking for a 1st quarter release 
of Dark Rift, so stay tuned... 


me that they still need a few more weeks 
of planning before programming can 
begin. The game will feature real time 
3D arenas, and best of all, a split screen 
two player mode with special arenas 
designed specifically for two player bat¬ 
tles. The game isn’t due for release until 
late ’97, with a PC CD-ROM and 
PlayStation version also planned. 

NINTENDO TO DELAY GAMES AGAIN? 
Yep, you read that correctly. Nintendo is 
pushing back the Japanese release 
dates of some of their key titles. Below 
is a list of Nintendo’s official Japanese 
release dates for the next three months, 
along with the US dates. Read on... 

Tetris Sphere 

JP: Jan. US: Feb. 

Shadows of the Empire 
JP: Nov. US: Dec. 2nd 

Golden Eye 

JP: Jan/Feb US: Feb/Mar 

Blast Corps 

JP: Dec/Jan US: Feb. 

Body Harvest 

JP: Mar. US: Mar. 

Super Mario Kart R 
JP: Dec. US: Jan. 

Buggie Buggy 

JP: Summer ’97 US: Summer ’97 
StarFox 64 

JP: Mar./Apr. US: Jun./Jul. 

Climber 

JP: Apr. US: May 

Kirby’s Air Ride 

JP: Jan./Feb. US: 2nd qtr. ’97 
F-Zero 64 

JP: May/Jun. US: Jul./Aug. 

Yoshi’s isiand 64 

JP: Mar/Apr. US: May/Jun. 

Well there you have it. Once again, 
Nintendo is incurring massive delays 
in its schedule, in some cases up to 
six months off the projected release 
date. The reason for this is that 
Nintendo is discovering too late in the 
game just how long it takes to develop 
a 64-bit title, especially a 3D one. As 
with SM64, Miyamoto has requested 
more time to fine tune the games 
under his production, and who are 
Nintendo to argue? Personally, I 
couldn’t care what the reasons are, 
just as long as the games are good! 

SHOSHINKAI ’97 

It’s only a month away. Rumor has it 


Super Mario Kart 64, Yoshi’s Island, Star 
Fox 64 and F-Zero 64. Rumor has it that 
a Donkey Kong game for N64 might be 
at the show, but only on video. Sources 
have also indicated that other 64DD 
games (maybe Metroid 64) might be at 
the show, but only if Nintendo is happy 
with the game’s quality. 

NAMCO JOINS CLUB N64 
Namco has finally officially announced 
that they will be developing for the N64. 
The first 2 titles will be a sports game 
(Family Stadium) and an RPG (Tails of 
Phantasia 64). Namco has already start¬ 
ed production on these titles, but only at 
the design stage. The first shots should 
be ready for May or June of next year, 
and the release of both games is 
planned for 4th quarter ’97. 

WILLIAMS LEAKS MORE N64 GAMES 
Sources at Williams have revealed that 
Mortal Kombat 4 is due for an arcade 
debut in either March or April of ’97, with 
both a PlayStation and N64 version 
planned for 4th quarter ’97. The other 
big news is that San Francisco Rush, 
Atari’s new driving coin-op designed by 
the creators of Race Drivin’ and Hard 
Drivin’, is also headed to the N64 for late 
’97. The arcade game runs on a 64bit 
R4400 chip designed by SGI, with a 
Voodoo Graphics chip that allows for up 
to 1,000,000 polygons with all the trim¬ 
mings. There’s no word on a 
PlayStation version yet, but the N64 ver¬ 
sion is expected to be a 90% copy. 
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Mario Kart 
64 will 
make its 
debut at the 
Shoshinkai 
trade 
show in 
November! 
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The rest of the stuff.... 

SQUARE DELAYS FINAL FANTASY 7 
The release date for Final Fantasy 7 
in Japan has been put back from late 
December to January 31, 1997, with 
no change in price (6800 Yen). 
Thankfully there has been no change 
in the US date - Square is still quot¬ 
ing March for both the PlayStation 
and Windows ’95 versions. To date 
Square has spent an alleged 
$20,000,000 on the production of 
FFVII, making it the most expensive 
video game ever! On a brighter note 
Sony has decided to release the 
demo disk of FFVII with Tobal No. 1 
over here. The translation is com¬ 
plete and looking set for release. 

ENIX TO MAKE SATURN GAMES 
Enix recently announced their 1997 
lineup, including a number of sur¬ 
prises. 9 games were announced in 
total, 6 for N64 and a further 3 
unknown titles. But sources are 
indicating that one of the ‘unknown’ 
titles will be none other than Dragon 
Quest 7 for the Saturn! Informatjon 
is scarce but I did manage to find 
out that one of the N64 titles is 
being developed by Quintet, the 
company behind Actraiser and its 
sequel. No word on any of the other 
games yet, but rumor has it that one 
of the other N64 games could be Remix 
Dragon Quest Gaiden. 


WARP has finally 
begun releasing actual 
screens of D2, their 
first M2 game. As you 
can see, no pixels are 
present and the game 
is running at a sup¬ 
posed 60fps. We’ll 
have a report in Jan. 
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Update: 
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And finally... post-review, Playmates did a very cool thing. Certain individuals dion t care lor 
Burning Road’s B-Univ-ish soundtrack. Chief H., for one, whined about it in iast month’s review. 
There was only one thing to do... track down Tommy Tallarico and have him whip up a hot US 
Playmates has done just that. What’s better is that they left the original tunes in! Now 
you can decide, cheesy Daytona tunes or Metal. Hmmm... I’m torn. 
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I ^ TOMMO INC. 

wj FOR DEALER & iOHOLESRLE TEL:818-839-8755 OR FAX:818-839-8 

I Ul/ik'iO ll\'C' 18521 E. Gale Ave. City of Industry CA. 91748 
^ eMail: tommogames@aol.com 818-839-8752 


Soga‘« and Sega Saturn™ are registered trademarks of Sega Enterpnses. Ltd. All rights reserved 
All names and logos are the rogislercd trademarks of their respective companlos. Not responsible lor any 


Price are subject to change without notice. No refund. 
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Wp.-ickago include: 
n*NOMAD SYSTEM 


? -MEGA KEY 


•Your cholco of: 
Dragon Ball Z, 

i|> 1 c! ^, W ‘ 

Sailormoon, 

Moga Man or 
Earthworm Jim 2 

OR FOR s: 

GET 

Dragon Ball Z, Sailormoon, Mega Man or 

Earthworm Jim 2, MEGA KEY, NBA JAM, 

AND 





































iHHolil 


BLUE IS BACK! 




PIdyStaUon 


WITH 

PURCHASE 
OF ANY PS 
GAMES 


H ^ ^ Also look for Sonic on 

' ® Pico, Game Gear and PC! — 

COME UlSIT OUR RETRIL STORE RT:1045 E. Ualley Blud #R116. San Gabriel, Cfl. ^ 

TOMMO INC. - 

FOR DEALER & lUHOLESRLE TEL:818-839-8755 0R FAX:818-839-8751 g 

18521 E. Gale Ave. City of Industry CA. 91748 ^ 

eWIail; tommogames@aol.com 818-839-8752 


Price are subject to change without notice. No refund. 


Sega’” and Sega Saturn'” are registered trademarks of Sega Enterprises, Ltd. All rights reserved 

All names and logos are the registered trademarks of their respective companies. Not responsible for any miss prints. 





















welcome to 








Register in our Grand Opening Drawing 


You could win a... 


infendo d4 

Or your choice of Sony PlayStation or Sega Saturn 

lu 'I’mie I'cL ChLisiiucsi 

Enter now and you could get your prize BEFORE Christmas. Drawing to be held December 15 th. Every order gets 
automatic entry, or complete and mail the form below. No purchase necessary. Call for complete details. 


Cani Find Any Nintendo 64 
Games?! Give Us A Caii Now! 

• Star Fox <54 

Dec.-Jan. Cail for price 

• Yoshi's Island <54 

1st quartet '97. Call lor price 


linpOFt Mario Kari 64 : 

Mario and friends in their own racing extravaganza packed 
with pure Nintendo 64 power. Nov.-Dee. 


Nintendo 64 compatibie with 
universai converter. 

Hurry - Limited Quantities! 




gcing 

4 


4th quarter ’96 
Call for price i 












All import PSX titles compatible with US 
consoles produced before Nov. '95 or with 
PSX units with proper chip conversion. 




PlayStation Reservations: 


Wild 

Arms 

1 ' ' 

Nov. 


iinal Fantasy Yll 


The most epic advenlure RPG of our industry comes to 
your PlayStation. Final Fantasy VII: Square’s most 
astonishing work of all time. Reserve now!!! Jan. 31 


Soul 
Edge 

uNOV. 

Ask about box set 


CAU. NOW FOR LOWEST PRICES ANY 

^ <.1 • _ - . ■ - . _ 


00 


00 


CVJ 

CO 


Castlevania: Dracula xx 
Bushido Blade 
Rage Racer 
Ray Tracer 
Rockman 8 
Ghost in the Shell 
Lightning Legend 
Ranma 1/2 Renaissance 
Sexy Parodies 
Macross Digital Mission 
Saga Frontier 
Bastard Series RPG 
Tempest X 
Tobal No. 1 


Nov.-Dee. 

Dec. 

Nov.-Dee. 

Nov.-Dee. 

Dec. 

1st qtr '97 
Dec. 

Dec. 

Nov. 

Nov.-Dec. 
Feb. 

1st qtr '97 
Dec. 

Dec. 




PSX recommendations: 


Star Gladiator ! 

Speed Racer (Mach Go Go Go) 
Nitoshinden 
Beltlogger 9 
Vandal Hearts 
Namco Museum 
Legacy of Kain 
Crash Bandicoot 
Project Overkill ^ 

Coolboarders 
Airgrave Shooter 
Not Treasure Hunter 
Virtual Pro Wrestling 
All Japan Pro Wrestling 2 
Psychic Force ^ 

Lone Soldier - 


CALL 

CALL 


-CALt 

■cm 






Enemy Zero Dec 

From the creators of D amt D2 


Dayfona Cireuif Editibn Dec 

(the version vve truly deserved) 


Brickinger 

Ninja Masters ^ 

Samurai Shodo»/n 3 _ 

King of Figfiteftl^ ~ 
Fatal Fufey^ Real Bout 
-Ask about our dassie; older-NeO; 




Sega Saturn reservations: 


NOTE 

All import Sega Saturn titles compatible with US consoles 
with use of proper Saturn converter unit. Converter, $24.95. 


r-,.l 

« 


¥ 


^unar: Silver Star Story 


"'fe : vnni- ‘ Tfl. II i» ui 


Dec.-Jan. 

Dec.-Jan. 


Sailor Moon Super S 

Shining the Holy Ark (sequel to shining force) ^ 

Actraiser Remix ' 1st quarter'97 

Virtual Cop 2 ^ 

Tengai MakyO (newest epic in fhc famous far cost of eden series) DeC. ^ 

Riglord Saga 2 (anticipated sequel to amazing isometric quest ) DeC.'Jon. 


(includes Thunder Force 5, 
never released on home system) 


Thunderforce 2 gold pack _ 

Sega Saturn recominendations: 

Psychic Killer 
/ Dragon Ball Z Legends 
Dark Savior 
Super Bomberman 
Pretty Fighter X 
Keio Yugeketai 
Magic Knight Rayearth 
Blue Seed 

Gundam Side Story 1 
Dragon Force 


. Neo*Geo recommendations: ^ 


^ NOTE 

All import Neo'Geo titles are universally campatible with all US 
consoles (ask about the incredible Neo*Geo CDZ system' 

, 1 .^ ^ 


Samurai Shodown 4 ■- yu . 

All Neo*Geo US versions, $54®®; import versions, CALL f^priC6 

Metal Slug 

■j.r II 


$59.95 


CALL 


CALL 


CALL 


CALL 


$59.95 


CALL 


CALL 


CALL 


$54.95 











Super Famicom recommendations 

^ All the Classics ayaildbie! - Call for prices! 

j Final Fantasy Y 
1 I Dragon Quest 6 
k j Front Mission 
SV Secret of Mono 3 
itf ^Sailor Moon Super S 
W Dragon Ball Z RPG 
m Tales of Phantasia 


NOTI 

All import Super Nintendo 
(SF) titles compatible 
with US consoles with the 
use of proper Super 
Famicom converter cart. 
Converter, $34.95 


Dragpn Quest 3 
Reprise 

Reserve now, never lo be 
released in US. Call lor price. 


NOTE All import titles include a free complete 
^|| ^> translation with your purchase when requi red. 

Anime Section; 


Sgr NOTE 

I^^^Sve $5 off any import anime or game~related music 
CDMith your purchase of any of our amazing anime titles 
Sp'^Cial Streamline series offer: buy any one Streamline 
anime classic , receive another of your choice for $ 5 . 

/ $19.95 

l^l^ing Freeman Yol. 1-5 $19.95 

^ Doomed Megalopolis Vol. 1-4 $19 95 

'Ai 3 Eyes Perfect 

jVampire Hunter D $19.95 

,^ Fist of the North Star $19,95 

, Golgo 13: The Professional $19.95 

\Wicked City , $ip ’95 

J"- = -T-r 

^ Ghost in the Shell $19.95 

' Ninja Scroll $19.95 

Macross Plus Vol. 1-4 $19.95 

.'Street Fighter: the Animated Movie $19.95 

I Fatal Fury the Series $19.95 

Bounty Dog $19.95 

I Blue Seed $IP 

Gunsmith Cats $19.95 

Roujin Z $19.95 

yriaVol.l-B $^,P 5 

[players the Series ^ ^ $7.95 

i^ybernetic Guacdtdn • - - ^.95v 

Hatlabor: the Movi^e^^l. 1-2 ^£^ 9795 ^ 

SpjUngs of Honnedmise - $19.95 

Riakkenden ^ 09 o«; 


lITTtiltOX 

tdlTION 


As|c bbouf the ot^i 
films we offer iV 
our massive anime 
collection. 


Ask about our large 
selection of Sailor 
Moon and other 
anime-related 
products presently 
in stock! 


Call Tqu Free 888/426-3228 Or 8'18/ 930-0060 Gai 


r., Monrovia, CA 91016 
















Import anime and game music CDs 


Call for Final Fantasy series. 
Ghost in the Shell $24.95 
Dracula X series call 
Macross Plus series $24.95 
Chrono Trigger series Call 
Secret of Mono series call 
SNK Neo*Geo series $24.95 
y's series $24.95 
Sailor Moon series $24.95 
Dragon Ball Z series $24.95 


NOTE 

Receive $5 off* your order when 
you purchase any two import 
music CDs from the same series. 


Robotech; 

Perfect Collec¬ 
tion 2CD, SIP.PS. 


Ask about the othfec CD$ we offer in our vast import m^sic collection 

Import/US resin kits: Call for prices. 

i^sk about the many other anime r Grand Opening Special! 

nnmA-rs^lated kits we carrv. Celebrate the arrival ol Mortal Kombat Trilogy 


Handcrafted 
Goro Resin Kit, ; 
fully assembled 
and painted in 
the highest 
detail. 

Complete! 


to inquire about all of Game Cave's 


fte sure 

other new and exciting import specialty 
products all coming soon to the cave!!! 

• Anime and game-related wall scrolls 

• Anime and game-related clothing 

• Special collector's import music cds : 

• Never-before-seen import accessories - 

and peripherals 

• Incredible import publications 


Quantities limited!! 


Game and anime related posters 
Special guide books/hint books/strategy 
guides/as well as collector's art books 
Game and Wnime related Japanese toys 
model kits „ 

Posable and special collcictor's tigures 


Import promotionals and demo products 


RAND 

CINALE 


“ES‘EE"SF”p?r Join The Go; 

Free Membership! just till out the form below, mail in and receive... 

• Registcaton In Out Grand Opening Drawing 

• $10 OFF Mail-In Coupon (towards next purchase) 

Address _ 


Game Cave Pre-paid Phone Card 
Game Cave Catalog, And Much Mon 


Name 


Phone # 


Mail completed form to Game Cave @ 421 E. Huntington Dr., Monrovia, CA91016 
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FACED BEFORE 

B^USE^^s^ 


ON LEVELS 






Double Trouble!] 
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New Sonic 3D .Blast for Sega^ " 
Saturn is 'a three-dimensional trip 
; through ^ 1.4 ^ievels of spinning. 


jumping,, and stomping 


s. sho^. There' s . Robotnik 


are new 


,: So power up, head for.. Saturn, 

and prepare for a Sonic adventure 

. %■ ■ ■ r ' 

that rs-^not of this .earth. 



